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PILGRIM'S PROGRESS 



mtrepid adventurer looks at The Pawn in 



ROMs and EPROMs 
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Classic 

arcade action with 

this all time coin-op favourite. 



Outwit the giant gorilla and save the girl in this historic rescue. Mario is armed with 

only his wits and his trusty hammer as he climbs the girders in down town New York. 

Multiple screens and fast moving action, dodge boards, fireballs and much much more. 

In the final screen remove the rivets in the structure to finally bring the beast crashing down. 

Screen shots taken from various computer formats. 
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NEWS • LETTERS 

REACTION 

Five pages handed over to you to pass on experience, 
to praise and to pillory. 



11 -lELPLtNE 



Our newest section where you can offer to help out 
other readers. 

AMSCENE 

News of a big takeover in the games industry and the 
new DMP 4000 printer from Amstrad. 
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SERIOUS SIDE 



SOFTWAPE 6 HARDWARE £ PROGRAMMING 



PROBLEM ATTIC 

Our ongoing soap-opera about the problems of every- 
day life with the CPCs. Confused? You won't be, after 
this, episode of Pr Art. 
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A guide to what ROMs are, how to use them, which 
TO buy, and how to program your own using an 
EPROM. 
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DATABASE MANAGER 

The latest database software offers a lot for not a lot 
- wil! it be good value for money? 



OO PRINTER POWER 

WW Reviews of two products to enhance your printer's 
capabilities: an 3k printer buffer from Gcldmaik and 
Print M^smr from Siren. 
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STARTING UP IN SOFTWARE 

A look at the pitfalls and pleasures of setting up in 
the software business. A review ot the new book The 
Software Business and the experiences and advice of 

programmers on the serious and games sides, 



ACTION & ADVENTURE 



43 
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ACTION TEST STARTS HERE 

The start of the best Amstrad game-review section. 
Full index of games covered. These are just the Eaves: 



SHORT CIRCUIT 

Ocean has itself a winning film licence, starring 
Number Five, a robot that's come alive. 
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ACADEMY - Mastergame 

The follow-up to Tan Ceii is brighter, faster, tougher 
and with an excellent game-design feature. Not to be 
missed. 
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SENTINEL 

Probably the most original game of the year from 
Firebird. 10,000 landscapes and gameplay that is out 

of this world 

KORONiS RIFT 

A real neat for disk owners A disk-only game that 
features superb (racial graphics, fast action and 
strategy. 

AVENGER - Map 

Gremlin's arcade advetUure is revealed. Now you 

wont have just Kwon trying to help you around. 



THE PtLGRIM 

Bursting forth in glorious colour is The Pawn from 
Riinbird for the 6138- The- Growing Pain$ of Adrian 
Mate are also diagnosed, and Pilg programming 
continues. 
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THE 
ULTIMATE 

'If yonj enjoyed Elite and want 
something a bit faster and belter, 
then this is the one - it's the ultimate 
in blasters,,, Should keep everyone 
enthralled' 

Amtix At ■ •jly.;- 

Out of this 
World 

The graphics ready are superb: 
fa si -moving, colourful, excellent 
animation. The gameplay is oul of 
this world' 

Amstrad Action Mastcrgaroe 

Siarglider does the CPC proud' 

Amstrad Us J 

Program ol the Year 

Popular Computing Weekfl 

Most Innovative Game ot the Year 

Your Compute 
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'SEN! rO CONQUER * MACr INE VERSUS MAr, 
Air to air and air to ground combat flight simulation 

Defeat the elusive Starglider in an amazing all-action combat 

flight simulation. The planet Novenia has been devastated by an 

evil tide of invading Egrons; single-handed, you must wipe out 

the enemy in explosive one-to-one combat. Swooping down with 

lasers blazing, you'll need to take fast evasive action to avoid the 

barrage of enemy missiles. Exhilarating low-level attack and 

defence flight manoeuvres, coupled with a cunning strategic 

element, make STARGLIDER a classic among classics. 




~rgy rowers lie <jead ahead 
defended by heavily armed Egron 
bantie tanks 



A Stqmpef and Walker close In Laser 

lire is (utile against these metal 
monsters 



The Walker attacks. Bank your craft 
to evade the lasers an d prepare to fire 




Missile launched' Steer your TV- 
guided missile on target lo annihilate 
dor 



The St^cglider swcopS in to attar.k 
Sewer el direct hits are needed to 
destroy it 

*5i-n»n!irifiS5 tafcsin from S pw 1 ,!™ m 4S/1 ?e v»fi(on 



A specie* mission. A devastating 
super missile has been located in the 

mms ol Novenia 



Amstrad CPC cassette 



Amstrad CPC disc 




£19.95 
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REACTION 




A bursting bag of Reaction post again this month, plus 
some we found in our Micronet or Telecom Gold mail- 
boxes. Topics cover the whole gamut from games to 
getting ripped off, e-mail to females. 

Unfortunately we cannot guarantee persona! replies. 
This is because of the need to spend the bulk of our time 
producing a magazine. Shame, isn't it? 

Keep 'em coming, but keep 'em short! The address: 
Reaction, Amstrad Action, Somerton, Somerset, TAN 
7PY. Or Micronet 045 B74 ON. Or Telecom Gold 83: 
JNL272. Please don't mix items for other departments 
(such as subscriptions or mail-order) in the same message. 



Monitors- two 
moving tales 

White moving house rec&nrty, my 
464s monitor was destroyed. As I 
bought le two years ago, the guar- . 
antee has expired. Since this acci- 
dent I've had to borrow a modu- 
lator from a friend and try to k n««k 
orto the family television when- 
ever possible. However, as van 
can imagine, this has become very 
sedious and hectic. 

I have telephoned Amstrad 
.'. e about buying just a monitor 
on its own, but the answer is: "No 
way - must buy complete with 
computer." But to sell my com- 
puter I would lose- between £80 
and tlDO because of its age. 

Do you know of any company 
01 Lrm selling Ajnstrad-cotr.pat- 
ible monitors at reasonable pri- 

Surely Amstrad could market 
them quire cheaply, selling some 
to people who wish to update to 
a colour monitor or to those who 
■ beth vhe sharpness of a 
green screen for word -processors ' 
ard a colour street i foi yames. 
Cad Adkins 
Oidbun. West Midlands 

Meres a switch. We've printed 
dozens of letters iron; people 
wanting to buy computers without 
monitors, intending to veto the 
Amstrad with a modulator and 
Pur tip wtth one of them. 

Or you couid possibly buy I 
or buihla 5-vott DC power supply ' 

for your computer and then phig \ 
it straight into one of the many j 
monitors Ml the market (from £7$ 
mono or £ J SO colour) without a 

modulator 



■ 1 am shortly leaving for Canada 
and wonder about the feasibility 
of taking my CPC 6128 with me. 
Obviously I would need a stop-up 
transformer to cope with the 
ctetge in voltage. The- most im- 



portant point, how well is the 
Amsliad support in Canada? 
B— (signature .illegible) 
Newcasde-npon-Tyne 

ffyttro" as Canadians call electrt* 

city, rames to household sockets 
at US volts, A stop- up transformer 
should hp ensily available in 0lec- 
tronics shops there. Sat heavy 
appliances such as cookers are 
wired for 23G volts, so you could 
hot-wire it and skip the transfor- 
mer: compute in a Canadian kit- 
chen. 

Or you could make Carl 
Adidas happy above by bequeath- 
ing him your British monitor. In 
Canada, instead of stepping up 
and then down attain, buy or build 
a power supply to convert AC 
HSv to DC 5v for the computer 
and 12v for the disk drive. You d 
find RGB or mono monitors, like 
most things, cost less there than 
here. 

Don r forget thai Niagara Fails 
and friends generate at 60Hz 
(Hertz — cycles per second) as 
opposed to 50Hz in Europe. Tele- 
vision frames scan at the same 
rate. Change link 4 on the Am- 
strad's circuit board and the com- 
puter can cope - see Amstrad's 
firmware guide. However, certain 
programs might Stiff he cn^fi.^^cl 
if they depend on frame flyback. 

The answer to your important 



question is no, unfortunately: Ar- 
nold would have few fellows in the 

true north strong and free But you 
could have AA every month by 

airmail! 



More value, less bucks 

I have noticed that most computer 
magazines give good marks to 
budget lilies, specially the ones 
produced by MasienTonic* and 
Firebird, Although the games are 
good value at IZ compared with 
odro Mil*): .-: i in ih*y . re sdO nbl 
very good. For 

example Kane: you and other mag- 
azines gave this a grea: response 
but the game is only partially 
worthwhile* due to its graphics. 
The gameplay is rubbish, because 
it never differs. The birds always 
fly in the same positions as the 
game before, and die bushes in 
levels 2 end 4 are also non-moving 
in ail three difficulty levels. It took 
me only five tries to finish all three 
ieveis and get a very high score-. 

Ocftaii j nd OS Gold have 
both started I he new year with an 
enormous array of advertising for 
a batch of video-arcade conver- 
sions that are mostly worse than 
Space Invaders. If US Gold is 
really import! rg these all-Ameth 
can games, then I feci sony for 
what the Americans must be going 
through. 

S MiSnOUdillii 

Cardiff 

£ 10 is an awful lot to spend on a 
game if it's junk. Budget games 
cost a fifth the price of "normal" 
software, and we have to take tltis 
into account. The final AA rating 
is the only figure affected by pnee: 
the first four Factors are indepen- 
dent. Far 'normal" games the final 
rating usually falls between the 
Crab Factoi and StayitMf Power 
figures, but for budget games if 
tends to be a bit higher. 




Computes* 

There are hardly any letters from 
females. I can't see why, because 
we are just as intelligent as the 
opposite sex - if not more so. So 
come on. all you female whisk ids! 

Aud by the way. does anyone 
know the cheat mode to Bounder? 
Sarah Siandring 
Bolton, Lanes 

Bob's complaint exactly* (Though 
wo never know about people like 
PB and K who sign their names 
with only initials.) 

There's an easy poJte to 
Bounder: it s already hidden on the 
tape Just tyt>e Poles 800, ?Ci 
Then without resetting the ma 
chute, load tlte tape iri die norma! 
way with control-enter, end the 
screen will tell you cheat mode is 
operative 



Not nice, Martyn! 

I'm just contacting you to say how 
much f liked the type -in Land- 
scapes by Brian James {March 'OS). 
Oeips - silry mo, 1 mean Martyn 

• Harrison (Feb W). 

Anyone can make a mistake. 
I suppose, especially when the 
program was featured in an article 
in Your Computer May 1965 as 
Fourier Synthesis' by Brian fames 

: along with a review of has hand- 
scape Creator Tor £5 at the time. 

I wouldn't be large, green 
and angry apart :rom the fact that 
MH didn't even bother to change 
variable names etc. 
V. Angry 
Eridgemary (via Prestel) 

We do apologize to Bn&n James 
for accidentally infringing his CO' 
pyrtght Unfortunately Martyn Har- 
rison's wall type-in payment has 
already gone out to him We a wait 
his apoiogy. The least he could do 
is send the cheque to Brian James. 



■ MrtMyn Hamugii didn't do much 
, more then use- the CLK key to put 
his name in line 2. 

By the way. I think the Land- 
scape Utiliry is well worth its price. 
For me J was the decisive reason 
!o buy an AmSliad CPC b This 
program is incredible! 1 dc noi 
believe it would be so simple to 
modify the short Fotrier-synthesis 
program, jusr adding some clouds 
and trees, tc make the Landscape 
Utility. 

Gnenter Gnmra 
Mainz. W Germany 
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More minus monitor 

Tye seen several letter in Reaction 
warning to buy just the <J£4 or 6128 
keyboard; minus mnritor. fve 
newer seen it for sale likft that in 
a shop, but a: least two mail-order 
catalogues wJl oblige: Kays and 
Grattans. Grartans n 464 is £220 and 
the 5128 is £320. both complete 
with modulator. 
K Coates 
Portalade, E Sussex 

■ Try Currys. They were prepared 
:o seE me one. You save hardly 
anything with a green monttOT, but 
worth it with a colour one, 
M I Txtader 
Dumfries 

Lightening darkness 

Tour second opinion of Mosferam 
(AA 16) complains about a certain 
dark room which is so dark that : 

you can'i see a thing. If you care 
to drop a candelabra fas staled in 
:he> other Amstrad rr.ag) :\ soon 
brightens up. 

I wondered if it might be 
possible to bring out a special 
edition of Aft, a. grand compilation 
of all the Cheat Modes and pokes 
published so far. I am sure T am 
hot the only one who would appre 
eiaie this. 
Paul Mayze 
Allestrce., Derby 

CPM isn't playful 

Are there any games that work 
wtfh CPM. which I got with my 
8128 computer? 
Andrew Martin 
Co, Monaghan, Erie 

Infocom publishes some excellent 
adventure gomes "interactive 
fiction" is another name for this 
genre They ton under CPM but 
are text-only. Don't expect sophis- 
ticated graphics from CPM unless 
you extend it with something- tike 
DRGraph But this has to cater for 
so msny different computers that 
it is fast too slew. 

Wow! 

WlL 1 act a reminder whan my 
subscription comas up for renewal 
in February-March, or should I 
take out a new subscription now? 
Ciiii I partake of any of your offers 
to new subscribers? 

By the way, the Drutaka 
program on the Christmas taps 
contained triE Reset Channel rou- 
une which I submitted lo you many 
moons ago tAA 9) as an amend- 
ment to John Keneil'y s fine pro 
gram, yet 1 see no mention of my 
small donation. 

Congratulations to Richard 
Moniviro fui his Fusiform prog- 
ram, a vcty useful utflity, and his 
sound digitizer (AA 15). which 
works wonderfully, albert with a 
bn of distomon. which is duo 
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mainly to the tape circuitry, I think. 
By the way. if you type ) SpH with 
this program nifty! 

Although I already knew my 
464's 'Ape unii was not in Lp-tuj.: 
form, rhe tape-speed checker pro- 
vided by Join KerieaUy (Problem 
Attic 161 did help me to find out 
that it works at almost peak per- 
formance if the 464 is stood up on 
its front edge while saving or 
loading, Voila! Wow and flutter 
disappear. The differences range 
front +5.3% to -11.394 when lying 
normally, and + 0.4% to -CUS'Jfi 
when on edge. Quite a significant 
difference, huh? 

Has there ever been a poke 
for Fanlight on the 464? This game 
ts so near to completion each tine 
I die that I could scream . Help, 
somebody, please' 
Pettr Newman 
Dungannon, Co. Tyrone 



Why do you need a subscription 
reminder. Pete, when you know 
already? Of course renewers are: 
entitled to the same offers 3£ new 
subscribers. Wei! think you'll as- : 
peciaily like the one announced 
elsewhere in titis ish. 

Apologies far failing to credit 
year Dromkit patch. We simply 
copied our disk file onto the new 
mastsr tape. Contrary to the Type- 
in style guide, in adding your 
patclt to the disk months ago we 
had failed to REM it appropriately 
at the top, 

RpM is chortling; you were 
the first to discover his little sur- - 
prise find a li'tie prize is or its , 
way to you. And he says that his '■ 
464 works better when the keys '• 
are upside-down. (Which also dis- 
courages anyone else in the office 
from trying to use it.) 

The only Fairhghi poises 
we've received so far have been 

Stolen from other mag$, so we 
haven't published them. A clial- 
fenge to you to do some on0nai 
Irish hacking. 



Mastergames squared 
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Run down the gauntlet 

How on earth did "Gauiviicy" from 
US Mold get 92*2? The graphics 
are crammy, the somes are dull 
and the gameplay was no boring 
I fcl] asleep in front of my joystick. 

I am in real trouble over 
Fighting Warrior as there ia just 
not enough energy available in the 
game to win. I have never seen a 
poke far this game, so please 
could you print one if it is avail- 
able? 

Is Toot anorexic' 

If there are any readers who 
wanl an expansion of Elite, please 
send me a cassette and £1.50 with 
a large sae to hold the cassette. 
Gareth Jones 

2$ Gold h-n Htt 

Whilst able, Kent, CT5 1PR 

Not liking Gauntlet, youjre in a 
minoriry. Gareth. Our tastes do 
seem to differ, frankly, we find 

Fighting Warrior such a boring 
game. We published lips for it in 
issue S, hut nevei any pokes: so 
if anybody has any, post em to 
Gareth. 

Wq cooked up a wry reply 
to your anorexic question, and 
Toot ate it up - which we suppose 
answers you, 



Helpline, please! 

I desperately need help with Star- 
ion. I have racked my three brain 
Cells for four days but I cannot get 
the password for entrance- to the 
llurd lime grid. The Letters are rb $ 
ttte a is, 1 would be eternally 
grateful if anyone can help mo, 
Also can anyone explain how \o 
play Pfantcn-aqueous; I am baffled. 
J P Thorley 
Z\ PUhome Grove 
Dyfraden, Staffs, ST 3 4QH 

Obviousiy the AA team, even with 
nine brain cells among us. can't 



deal sidividually with All the re-J 
quests like this we get ei 
month and produce a megazmel 
as well. But tine foik like Mr Thar- 1 
fey flounder in dire desperation.] 
That's why we've established tiiel 
Helpline. So if there are any ex- 1 
ports in these two games willing* 
to come to die rescue. piease\ 
hearken to the cry in Helpline. 

Defense attempt 

" have ;ust subscribed for the J 
second time. Yippee! 

1 would like lo defend Cat! J 
Jones of Swansea (AA 1$ page 
AA IT page 6). For all yoj know] 
he could have found the Spindiszy 
poke himself. If someone finds a| 
poke, ir doesn't mean nobody wiC| 
ever find it again. If you want it] 
the pokenstealing way then Ken- 
neth fiamford (Cheai Mode 17) | 
could have stolen Trap Door Lips| 
from the Christmas issiue of an- 
oliier mag; if it's the both-found] 
method, then rwfi said. 
Bobby Caims 
Aldershot, Hants 

Granted, two people could inde- 
pendently find the satne poke, but] 
they must be psychic if they 
choose tlte same ranabh namas.\ 
As for Trap Door, Ujere is onh'l 
one solution to the game. If thel 
tips wore word-for-word the\ 
Same, complete with spelling tnisl 
takes, that would be auspicious 

Next indexed 

Cyt'imuir.o the ireiid in compiiinc] 
indexes and lists. I have done the] 
Cheat Mode section of A A issues] 
3 to 17. This is available on paper I 
or feg a database file to run on j 
Amfiie (on trio Avalanche cassette | 
On the cover of issue 16)- Send me J 
an sae and 45p. plus a hlan>j 
cassette !ot the dinlttbasR hie I 
Please realise (hat the postage wV.l\ 
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be more when sending cassettes, 
so ensure ihe correct stamps are 
on your sat and your tarter to me, 
1 have faund this bat very : 

valuable as a regular c?Ame$ play- • 
W When having problems with a 
game [ ;us! .icati my lis'. Id see if 
any of your great mags contains 
any pokes or hints. So I thought I 
couid share this w:th fellow AA 
readers, 
Steve Ranstock 
14S Derby Rcud 
Sandiacre. Notts. NGIO 5BL 

We're glarf to near of Aniome 
Robinsott's Ainhlu Snding such 
appropriate use* 



Club-bugged 

Please could you prim rhls letter 
as :t gives information about a club 
called Ambug which me and some 
of my friends have set 'Jp> For a 
reasonable membership fee you 
can join ihe e]ub for a year. This 
entires you to a special magazine 
packed full of reviews, letters, : 
listings etc [similar to AA). 

The membership tee also 
endtles you tD discounts on soft- 
ware which we will be selling if 
we have enough repbes we might 
be persuaded to give away the 
odd free game Ot two. who knows! 

The mag comes out ev<?ry 
T wo months and would be sent to 
you straight away. To require 
more information send an sae. 
Paul Gerfen 
3 Harlyn Drive 
Pinner, Midx. HAS £DF 






And us*U expect free ads for AA 
in your pages. Paul and pals! 



■ Thank you for print inn our letter 
concerning the formation of an 
Amslrad users club in B'ham. The 
dub is now up and running, and 
We have use of a college just 
out?.da the centre of Birmingham 
We are still looking for new mum- 
ber$ however. So if anyone is 
interested in meeting fellow 
"Amsters" getting expert advice 
on the use of AMS's superb Page- 
maker or evsn. m gaining 99& on 
Spitidiszy, then please; write 
Robert Shepherd, publicity officer 
John Woods 

Birmingham Amstrad Users 
Club 

54 Lockwood Rd. Northfictd 
Birmingham, B31 1GD 



■ rdhkGioL:i:oimieiiawA/astrad 

.■V.'rm readers of a wide range of 

typo-ins or, tape and lots o: infinity ' 

kves on a leaflet, including a • 

monthly newsletter subscription 

for ore y^nr Please serid me a 

stamp for hill details. Love the 

may. 

Lien Sansome 

4 Arizona Street. Glen Rd 

Belfast, BT1 1 SAG 



■ Thanks for prilling the last letter 
concerning (he user group (AA 
17). Business has been booming 
since then. However, there have 
been a few changes First, the 
group has had to close its doors 
to PC ar,d PCW users due id the 
lack of interest on this side. Sec- 
and, we now offer more services 
to members, including a Library 
where members can hire com- 
puter books fot a month a: a rims 

If any Amstrad CPC users 
are interested in the new 
■'reformed" user group, please 
send an sae or stamp and f will 
be happy to send full details. 
Gary Cart or 

United Amstiad User Group 
1 Magnolia Close 
Fareham, Hants, P014 IPX 



Into the slammer 

You should make sure Toot is 
locked -jp at night so he cannot 
do any more late-night sessions 
which end up in wrong ratings, ff 
he is so bad why don't you ]usr 
sack him? Shoot him? Torture him? 
Rip his legs off? Just a few sug- 
gstionE there 

Love the man. 
Nicholas Bill 
Devizes, Wilts 

Read this, Tony 

Thanks for your grand Christmas 
giveaway tape, the utilities s:de of 
il anyway. 

I really want to congratulate 
Tony Hoyle for his Ramdisk pro- 
gram. I haw a 464 configured to 
emulate a 6128 by the DKTronics 
ram package, and it even worked 
on tha- f can run CPM 3 on it by 
dubious means, and wou3d dearly 
likft lo have a Ramdisk facility on 
CPM 3. Can Tony Hoyle help with 
this project' 5 

[ also have the Vorte* 330k 
board fitted and can produce a 
huge ramdisk in CPM 2 2 useless 
because no CPM 2.3 progs are 
available to use :t Any help with 
using the Vortex board in CPM 3? 
1 five '.r.ed and have also written 
to the Vnrtfij? company: no answer. 
no dice. 
Mike Barge 
Cheam, Surrey 

Downhill idea 

1 have jitsr been watching some 
downhill skiing on lv and had a 
flash of inspiration from lite end 
tittes. They showed one of those 
films where a camera is mounted 
on a ski and then you get this film 
from the racer's eye. 

It would make a fab compu- 
ter game. The program would be 
a cross between 3D Grand Prix 
and Space Harrier. Just take out 
the dashboard from the Ameofl 
game and put in Site front of your 
skis and possibly your hands clut- 
ching your ixttett Then the horizon 
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Inkreased circulation 

A few months ago I bought an 
Amstrad DMP-2000 printer to go 
with my 6130. I am delighted with / 
the printer in all but one respect: 
the speed with which the ribbons 
dry up. 

1 decided to re-ink one of 
the ribbons myself so I opened up 
the cartridge assembly, soaked 
the pad overnight in black ink, 
covered the dry ribbon in ink and 
then reassembled Ihe unit. The 
problem is that the ribbon dries 

up ui just a few minutes. It seems "htunfjr as you; its cartridge, con- 

that the pad is not transferring ink Jaihing only 0,3m, costs £? and 

to the ribbon. doesn't last long. 

If you can holp with this f/nioflunaraiy there do not 

problem ! promise I will buy a seem to be enough DMP punters 

copy of Amstrad Action every out there for third-party ntanufac- 

month for the next ten years, furers to produce competitive nb- 

Jim Walshe tens. The Amstrad DMP ribbon 

Ecclas, Manchester sells at just under £$ torn Smiths 

or suppliers like ours. 
We didn't know whether to refer There are two things you 

your lefrar to Problem Attic or to could consider. Evaporation short- 

the circulation department, fim. So ens the life of a ribbon, so don't 

wa consulted Richard Knight of keep the printer in a very dry 

Data Aids Plus, a firm specializing place- And quality of paper affects 

in supph'es for all makes both ribbon and printhead. Cheap 

First, a warning, you nsk "hard mechanical" paper is deadly 

damaging your printer by trying to both, because tiny bits of wood 

lo re-ink. Dot-matrix printers re- pulp come away. A nice smooth 

quire 3 special- formula ink con- paper gives a sharper, ensper. 

taming silicon lubricant to keep blacker image; on cheap paper 

the tiny print pins happy. the image spreads. 

Printer ribbons vary etior- It isn't a question of quality 

mousty in length The one m the of hiking so much as usage. Low- 

DMP 2000 And 3000 printers is a cost printers are regarded by 

hop only half a yard long, where- manufacturers as low-use printers. 

as the PCWs is 11 metres. That's Ton don't say how much you chum 

Amstrad's original; buy a replace- our, but ilyou re producing 200,000 

ment made by Pebkan and yon sheets of paper a month, you must 

get 14 metres. Even the Brother reckon on going through a few 

1IQ& printer has 10 metres of ribbons. 

ribbon. Owners of one Seikosha We'll expect your subscrip- 

printer, however, have the same tion cheque for £1S5 in the post! 



across the screen, tup half blue, 
bottom white. Small specks of 
black sipping past on the snow to 
give a sense of movement. 

Then take the vector trees 

and vector-drawn gateposts like 
the ones m Space Harrier appear- 
ing m the distance and then (lash- 
ing by in a second. The skis could 
possibly turn into each bend like 
the steering wheel in 3D Grand 
Pnx 

With multi-player options 
and rp^lisnc p-cund conpiod wftit 
smooth graphics it would be a 
great game. 1 hope you can see 
what 1 mean. 
George flrittton (age 14) 
Dulwich, London SE21 

Free lunch in Denmark 

Tltey say Denmark's the best 
place in the world to lh», bul you 

pay twice as much for computers 
and software. So, on a trip home 

[to England] last September T 
bought a G 129. 

Then Cirae the hard part: 
what software and games shouid 
I buy. ar.d which magasine should 
I ta«e lo keep up with ihe news? 



Txsword has proved .di.-,il Icr my 
business, but when n raw to 
games, a bored shop assistant 
said, '"Yes, sir, arcade, pTra'eny, 
shoot-em -ups, adventure.:, wvir or 
StraiqlirtiamH'ii 1, 

Being a middle-aged begin- 
ner who hadn't oven plugged the 
machine in, my mouth dropped 
open and 1 grabbed <* handily 
placed copy of AA A quick S" in 
and Doomdark's Revenge and 
fourth Protocol became my first 
never regretted - aoquisinons. 
It also solved the magazine proh 
le'.r One game adveitiiied but rot 
reviewed m AA looked good; I 
wait far your thumbs-up 

End of long prr^mbl* n^w 
tcthepwrt 

There must be thousands c! 
new owners who would be glad 
oi a beginners guide or quarterly 
supplement explaining jargon, list' 
ing current games and nohware 
under catef)t»ni^ and heading - -: 
with your review ratings and COfli- 
ments where appropriate, Piavinp 
tips and maps could be included 
or crDss-referenced to Th* feswi 
of AA where they appeared C'rt 
a reader at the start of hh oom 
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pules career and you have him for 
Lie! 

Incidents])"/, I am going to 
spend the rest of my life working 
out the password for the lilt in 
Sentinel House in Fourth Protocol, 
ot has Barry North (Cheat Mode 
IS) or anyone a playing guide to 
part 2? A free lunch at my restau- 
rant m the North Jutland Museum 
of Contemporary Art to anyone 
who can help! 
Roger Ebben 
Landlystvej ?. 1 
9210 RalborgSfl 
Denmai-k 

VVhO muri ejWter publish an AA 
index or index riw requests to do 
SO! 

Copyright - okay? 

If you. buy a game <n-d make a 
backup copy or it (hat's okay, or 
if you lend it to a friend fat a 
couple of days that's okay loo (by 
me- anyway). But if you sell it our 
your friend copies it, then that's 
breaking the copyrighT laws, as 
yOu are making or savsritj money 
from someone else's hard graft 

I thmfe your reviews are 
getting better by the issue. 1 dunk 
that Chris Boorhams comments are 
brill, I aqrec with him every time, 
if ho says its good Til go out and 
buy it but if lie does not like it (fasti 
I will avoid il. Hi-? is mgdi bene* 
Than ex-zappile Sob Wade 
Joe Apled 
Wembtey Park. Midx 

It's always been that way with 

copyright Chris Bootinnan agrees 
with yau on both points. 

That ripped-off feeling 

Thank you for saving me from 
Ocean's bum Ituser series. I had 
ordered two from Home Compu- 
ter Club and then read the letter 
about Laser Genius &o T Wt*s al- 
ready prepared Jot a tipoff. Laser 
Compiler is totally useless without 
a kit of mossing about. After six 
attempts I finally got a simple 
for -next, prirt chrS loop to 
compile; everything else I tried 
was rejected fot various reasons 
Laser Bawc is a mystery package, 
as there are no on-screen instruc- 
tions ot any kind and the manual 
is pruned black on blue and the 
script has errors ot syntax. 1 got 
to page 1 1 of the manual and gave 
up. I can well understand Oasis'e 
demise and why Ocean doesn't 
publicize this. 

] wonder if there is any 
industry standard for software. 
There is an awful lot of dross 
about. and perhaps your magazine 
could give reader* the opportunity 
to publicize their discoveries 
and. to be fair, the excellent pro- 
grams For example. I had a book 
Irom Boots called Advanced User 
Guide Amsirad Graphics. For 8128 
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users this would be excellent, but 
by putting in a catchpenny 4c4 
page they spoilt a good book 
(albeit full of omissions and syntax 
errors) and brought down the 
wrath of us 464 owners. 

1 disposed of my problems 
through the Trading Standards 
Office, and I would adv-se anyonu 
who is being or feeling ripped off 
to contact the same at the local 
town hall (Boots sorted out my 
book problem as soon as 1 wrote 
to them.) 

I have just cancelled Com- 
puting with the- Amstrad as they 
wguid per sis' in making their busi- 
ness section larger ^cl larger and 
all machine-code stuff. I like Basic, 
I like your magazine, so more 
power to your arms and Amstradsl 
Bob Coffrey 
Southwick, Sussex 

Laser Compiler gut a generally 
favourable review in AA & Andy 
Wilton's review (AA 10) called 
Laser Genius "the definitive as- 
sembler packaged with a tniTy 
useful monitor and a pnectag 
under L20 - buy it ' JfpM aoiees 
with Aim: if it vers on nam bed 
probabiy prefer n over Maxam. 
So you must have hold of die 
wrong end of the stick. Bob- Uhfor- 
taaatefy Ocean is offering no sup- 
port to Oa#ii? customers since 
Oasis went down 

Wait till you read Wade 

1 think 1 speak for many who have 
bought games that look good in 

the advertising campaigns or on 
their boxes and then find a really 
terrible game inside. Nowadays 
you mainly have To rely on adver- 
tising because retailers forbid you 
to try games out beforehand. 
Robert Edmonds 
Lichfield, Staffs 

IT s been said before: You re better 
off relying on the AA review. 
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Having a good time 

In July ISS6 T owned a Spectrum 
put an advert mto a popular Spec- 
trum magazine. Since then I have 
bought a CFC 464 and a lot or 

hardware and software for it. Just 
after December 1 started to get 
phone calls about an. advert in a 
magazine. I thought to myself, 
"What magazine? What joystick? 
What game?"" Six months it had 
taken to print one adveri! 

I win be interested to see jus! 
how long this letter 'will take to be 
printed, 

Timothy Hayney 
Hoddesdon, Herts 

Here you are. Tun; your letter was 
dated 2! January. It's now early 
February and were setting most 
of Reaction 19 in type. Some other 
pages ciosc as late as mid-Feb, 
This mag hits the newsstands on 
5 March That sort of timeframe 
apphes in editorial areas of all 
monthly magazines. P&idads have 
different deadlines, of coarse. 



Contradiskion 

Can you reconcile [he following 
two points? 

1 Three-inch disks are about 
£3*S0 more than cassettes, retail 
(before l he recent price 
decrease) Obviously software 
companies will be able to obtain 
them for a considerable discount. 

2 Disk software costs, in nearly 
all cases", £5 more Than the iden- 
tical tape version. 

M E Tipping 
Newcastle, S talis 

Discopy Ltd in London tells us it 
Costs between 20p and 40p to 
duplicate a tape b\u £135 to ££40 
to duplicate a docble-stded disk 
subtract 20p for Stnoie-sided. If 
the disk is heavily protected and 
the duplicating programmers 
need to write a special routine to 
copy it, there would be extra 
charges. 

So, your two points are hard 
to reconcile. Tha differential 
should be more like C2M. Any 
softwuie houses like to comment? 



■ Hewson ar.d Ariolasoft among 
others, charge an extra 16 for their 
disk games and Firebird bumps 
up the Cost by an amazing £7. If 
the disk game is art enhanced j 
version of the tape game (like 
Sorcery Pius), this partly justifies 
the increase in price. However, it 
is then up To magazines to high- 
light the fact in their reviews. Until I 
then. 1 wi 11 continue to buy the tape j 
and hack it onto disk. 

Congratulations to Dureii 1 
with is disk version of Thanaios 
Only £3 more than the cassette, 
and apparently only U extra if] 
putcliased directly from :hem 
Let's hope other software houses I 
follow its excellent example- 
Ma rk Lawrence 
Bury St Edmunds, Suffolk 

More moral 

After reading Mike Roberts tenet I 
(Reaction 17, about game that [ 
"actively promoted the use of 
nuclear weapons") 1 fell obligee 
to write and point out the countless j 
games concerning killing and war 
by conventional m^Thods. Indeed | 
most games released tnvolve de- 
struction in one form or another. 

Cannot we say therefore tha: j 
these games are "actively pieniot- j 
ing" the use of conventional weap- [ 
ons? Spare a thought for the thou* 
sands who died in the first and I 
second world wars and h11 the- 1 
pain and suffering caused to rela 
Tiros and homeless, 1 feel it s\ 
more hotrifie to be involved in 
conventional, slow, painful 
than a fast nuclear one which v/r 
wouldn't know anything about 
Would you rather he shot through 
the heart unexpectedly or he boi'.- 
ed alive? 
Luke Peters 
High Wycombe, Bucks 

Neither 

Penpals, please 

■ Lee Chapman, 2S5 Towngatc.j 
Ossett, WF5 0QD 

■ Mark Dowling. Balundanuan j 
Cross, MilchelKtown, Co, Cork 
Ireland 
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S hool for si andal 
My Mends Jl school Kav<* Atr- 
strads or Specirums. and they all 
copy game?;, They are members 
of a local tumputer library, and 
they all hire games and then copy 
them, listing a double tape -record- 
er. I am no longer friends with 
them because they naked to copy 
some games, and I soon teamed 
what fhfty were doing. 

J .vent to the computer libra- 
ry where I bought Gauntlet Id talk 
to somebody working there about 
the gain** copying. The woman 
asked mo for their names. Unfor* 
innately 1 stil: know that they are 
copying games, despite warnirtga 
that ii is illegal. 

[ think it is dreadful. It ia not 
only illegal, but also unfair to 
people who save up ihe;r pocket 
money and buy the games [which 
ts a vast majority of us), It is alsu 
unfair 10 the softer/ware house and 
most of all to the programmers, 
who put a lot of hard work into 
their games. 

] also want to say how dread 
ful [ think the DFtronics liglitpan 
is, as the cursor on the screen 
jutierA around a lot and will not 
move properly around with the 
pen. Do you know if this is a 
probiom wit in just my lighipen, or 
are? all the DK'tronics ones like 
that? 

My mi A I point is ihai anyone 
wanting to buy budget software 
should qo to Boots at Brent Cross 
Shopping Centre. Hendoti, where 
you cam get Yie-ar Kung Fu. Geoff 
CapeS Strong Man, Dynamite Dan. 
Herbert's Dummy Fun and loads 
mote for the exceptionally good 
price of £1,99. 

Please could you print my 
name and address on the penpals 
list? 1 am 14 and have a CPU 464. 
Guy Sanders 
270 Willcsdon Lane 
London NW2 

You've said it uli. Guy. 

IlightpCTtS ill general have 

not been noted for great accuracy 
Two manufacturers. Electric Stu- 
dio and Dart, now sell new light- 
pens that use fiticoptics - Dun 
it four times the price. DfCtromcs 
(foe* not pretend its Jigtitpen is 
professional quality (although 
some professionals use it), It's 
designed for selecting from men- 
us and for ase as a brush rather 
tlaui us i very fine pen. You can 
get quite good effects using 'he 
software provided. DK has sold at 
least 20,000 writs for lite Ams-trad 
and 50.900 very similar ones for 
the Spectrum, with very few com- 
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realise price for mo to pay, so 
inevitably people break the copy- 
right law, I personally have about 
35 games. Over the last year I have 
bought tour games. 

I have only three problems 
with your mag- Get some good 
EUplea (my issues have pull-out 
supplfliTier.tHj, Review some pug- 
gia games. Get rid of the ha!f-wit 
comments ai the bottom of the 
paga. 

Gordon McManm 
Hamilton, Midlothian 

What in the world is a puggie 
game? Are you sure you didn't 
miscopy it? 

We never said free 

I have taken your magazine since 
issue one. arid by and targe I am 
wL'il pleased, even if a "free" tape 
puts the cover price up SOp. The 
last tape was disappointing. 
PFlintoff 
Hartlepool, Cleveland 

We nowhere said the taps v/as 
"free". We re sorry if you dsdn r 
likv the contents of the Christmas 
tape; most readers did liko it. in 
any case it's worth SOp av&n ifyvu 
blank it. 



■ 1 have the programming skills 
of d disabled caveman, and I will 
admit that I use my 6126, with disk 
drive and two banks of G4k, for 
games and games only. 

Ten pounds « game is- not a 



■ 1 got a copy of AA 18 with the 
Christmas tape and realty enjoyed 
it. I think it is great value for the 
lape ar an exna sop. The programs 
on it wore really excellent. After 
loading Drwd 1 enjoyed jt so much 
that 1 went out and bought a copy 
of it for myself. 

Thfi programs on the? nth or 
side were also good, especially 
lliy one to turn the disk drive off. 
Now 1 can load some of my tape 
games which wouldn't lead be- 
fore 

Gary Hudson 
MicronetfJll 110 176 
Filey, NYorks 

Yours hopefully, Hull 

I Would you print my lull name and 
'. address? Residents of Hull and 

Coning ham. could contact me with 
a view to exchange of information. 
: 1 specify local residents as all my 
replies to people m Timbuktu, 
: Davori, Scotland, Barns iey, San 
Francisco and all points west of 
:he Mason-Dixon litie resulted in 
a stony silence Whal their idea 
was in requesting penpals 1 know 
not- 

I like your games reviews 
' generally and rely on ttlotn before 
I \ spend i*ii quid on rubbish. You 
. do not, however, include addres- 
ses of the small firms who very 
Often turn OUt very nice little 
ganifts. I've been waiting to obtain 
I the address of Mastortronic so that 
: T call buy Pipeline (1 and 2). 
Would it be a good idea to desist 
from describing rubbish ar.d print 



a few addresses now and again? 
The rubbish can be disposed of 
; in a couple of lines for each game. 
If ihe dea; readers have any sense 
they'll take- notice of your infinite 
wisdom in these matters, 
Robert Lamb 
82 Finlde Street 
Cottingham, E Yorkshire 
HU16 4AZ 

Majtamionic ts hardly a small firm. 
1; sells more games - units limit 
any other. But heres the addtess.- 
8 PaulS. London EG2. 

Now and then a game so 
diabolically awful can be great 
fun! The reviewer gels a chance 
to let loose, end - be honest you 
tike to read wicked wit 

By the way, you've got the 
Mason-Dixon line running ihe 
wrong way. Two English astrono- 
mers (Jsrsmiah and Charles re- 
spectively) drew it in i 767 to settle 
Pomsyivartiu's border dispute 
with Maryland and West Virginia. 
Check a map. 

See you in Singapore 

HI bo going back to Singapore 
BOOn, and I don't think 1 can get 
AA in any newsagents there. How 
muuh will it cost to mail-order AA 
and Amstrad games from there? 
Will it take long to arrive? 



Please don't give Waves out 
so generously; U makes me wanna 
buy thorn! 
Wayne Gob 
W Acton, London 

Subscriptions (yours expires w 
September) by sea !o Singapore 
coat £22.2$: estimate six weeks. 
Wait }lt$l over one vreek by air 
worth £27,78 You cm certainly 
order software from our superb 
Mail-order service, addutg 11 per 
item for aurnail. 

Interstellar dust 

Afiei reading your review of the 
AMX Pagemaker 1 am quite tempt- 
ed to buy it, bat I don't know if it 
is compatible with my Brother HR 
5 printer. Please could yon tell uie 
if Ir is or not? 
Justin Mason 
Srwuiklm, Isle of Wight 

Ifnfortumiely we can't keep a:i 
entire fitabfe of all types of printer 
etc here at the Old Bam. Wc print 
the company's telephone number 
wjfir s&Houit-sfollwaie reviews so 
that readers can put technical 
questions like this direct to the 
horse's mouth. And anyway from 
OUT sttickan phone exchange we 
are at present unable to make 
iong distance calls. 



Helpline 



The Helpline has its first response from eager Amstrarj 
experts ready to help out those having problems. Just a brief 
reminder that you can offer help on any subject to do with 
the.CPCs - whatever expertise you can provide. 

If you want to become part of the Helpline, just send us 
your name, address, phone number (say so if. you don't want 
it to be printed) end subject on which you want to help. Please 
write on a postcard or the back of a stuck-down envelope. 
The peculiar stationery requirement will greatly help the 
administration of the section. Send tor Helpline, Amstrad 
Action, The Old Bam, Somerton, Somerset, TA11 7PY. 

Here are the fhrsi batch of volunieers. Remember if you 
contact them by post you should include a self-addressed 
stamped envelope for the reply, otherwise you're unlikely to 
get a response- After all they've been good enough to offer 
their services, so we don't want to cost them money, now do 
we! 

tape loading, using CPM. Minerva database, Tasword'Taspel! 6)2$, 
Ait Studio, Txsvvpy. Miiitiface 2, WordStar, AMX Pat/emaker, Planit, 
Discovery Plus 
Ml R Cope j 171 Honiton Read, Exeter. EX1 3EP 

programming in Basic from beginners to advanced, sound (three - 
channel music, effects sic), graphics in Basic (animation etc), tape 
problems, flight sunulalions (he's (jot I hem all!) 
Cameron Kane, 6 KJlbrcck Gdns, Beared en, Glasgow, GC1 4SL 

programming f mainly Basic bul some machine-code) 
Jeffrey Hunt, 2 Dcwcys Way, GiUingrtam, Dorset, SP8 4BW 

completing Batman and Drutd [US* map locaiions from AA maps) 
Darren Roof*, Lyndhur^t, Station. Road, Middle Drove, Wisbech, 
Cjinbu, PEJ3 8JP 55 (09 AS 13) 27B 
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Monthly update on what's new on the CPC scene 



Slam-dunk or sunk? 



Two simulations are on their way 
from ActLvision for two sports not 
usually associated with computer 
games. Championship Basketball 
Tw0 on Two where you are 
pan rimed by the computer in one- 
or two-player games of basketball, 
and Sarfwct, a game based 01 tna 
America's Cup Rac*. 

Two Ofl I\po 13 promised to 
have "the most realistic graphics 
ever created for computer basket- 



ball" and feature hooks, tip- ins. 
jump shots, dur.ks, practice stm- 
*;OI\e and a 33 -team aeague cgmi- 
petition. Sailing wii) allow you to 
build and tk&K race your boat 
against 13 other nations after the 
biggest prize :n yachting. Winged 
kee^s, spinnakers, tacking, wind- 
ing and wind shifts all pky their 
pan - hist don't jittk, 

Both games will cost £9.99 on 
cassette and £14 M on disk. 



Amstrad launches new 
printer 



A new printer front Amstrad, the 
DMP 4000, is aimed at the PC 1S12, 
but it is Epson-Compatible, which 

means there should be no prob- 
lem vising it on any ol the CPC 
machines. It was launched at the 
Which Computer Show in mid- 
February, 

For £349 plus VAT it will 
probably be at most interest to the 
businessman. However, us spec Ji- 



Grange Hill 



on your 



CPC 



Argus Press, producing some 
high-standard software recently, 
is bringing (he Grange Hill saga 
Ecoiti BBC television to your Am- 
strad rnunnors. Tito?© adolescents 
of dubious scholastic standards 
should hit the streets » at K&95 - 
by the rime you read this article. 

You play the part of Luke 
'GoiLch Gardner, Your Walkman 
was confiscated in class earlier 
that day for besrsg; disruptive Your 
mum insists on seeing ii every 
v vetting wlwm you return home - 
especially after the other one was 
Stolen from the staff room when it 
*ras confiscated. 

Fathc-i than face your mum's 
sharp tongue yo-j decide to go 
back to school and steal back your 
Walkman from the staff room, with 
ttiB help of Friend Paul liollo' 

Hollow ay. 

From what we can gather 
Grange Hill is an aicade adventure 
wl.ere you will have to avoid 
bumping into people, such as tiro 
scnoo> caretaker, and negotiate- a 
maze of hcjatmg pipes. It will even 
be possible to hold conversations 
Wilh Other charadeis if you meet 
them. There should be plasty of 
puzzles and strategy elements to 
hold everyone's mlerest. 





Brrrm, brrrrn, brrrm 



Virgin is set to release the latest 
game under the Leisure Genius 
label. It's a computer motor-racing 
game based on the over-popular 

Scaloxtnc system. The split screen 
shows two cars racing simultane- 
ously and it obviously isn't going 



to be an accurate simulation be- 
cause there aren't any slots in the 
track or giant eats overturning the 
earn. This will probably Tevive a 
lew childhood memories. Cars are 
like train sets: you're never too old 
to play with them. 




cations make ir art exciting pros- 
pect Tor the home user with a large 

budget: over 100 different type- 
face combinations, including NLQ I 
(near Setter quality); complete 
Ascii and IBM graphics character I 
sets; printing speeds of up 10 300 1 
characters per second (50 cps fori 
NLQ); wide enough for paper up I 
to 15 inches: 233 columns (eon [ 
dgnsed mode) ar.d 13* column?! 
(standard). 

It has a 24-pin prim head 
which won't really be of much us 
to you unless you print in Chinese, I 
Japanese or Arabic characters, or] 
until software is written to take] 
advantage of it. Our alphabet us 
only the ordinary nine pins, 

The stylish design of DJ 
200C and 3000 printers, with 
front -load irg paper system and 
tractor pins that push rather than| 
pull the paper, has not been car. 
ried forward to the 4000: more 
a Seikosha look has been given 
it For further information co-piat 
Amstrad pic on (0277) 23 0222 
wait for an in- depth review in : 
months AA, 

Backup 
the mains 

Matchpower Systems Ltd has 
range of emergency backup 
standby power supplies and line 
conditioning units, These are 
mally marketed by British 7 
com but arc now available diitf 
form the manufacturer in Lincoln 
shire. 

These units are ideal fc 
providmg pure and unbrokti 
mains power for computers 
communications or security sys 
terns We could have done w:*J 
one last week when road worker 
cut through a mains cable' we 1 
power, our fancy telephone 
tern and many hours of work 

Power outputs range fro™ < 
watts 10 10 kilowatts: prices rang 
from an equally -.rnpresstve ££3 
to £3000 Further details froa 
Matchpower Systems T.td, Holme 
Court, Bostcn Rd Industrial ! 
HorncasTle, Lx.cs, LN96JW. phc 
C069S2) S390. or from Telecom^ 
Fr&efone Powfirguatd. 
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Search for a star 



Microprose is one of the biggest 
names ui entertainment software 
Lj l the US. 'Jr.-i) now its products 
have been marketed sr. Britain by 
US Gold, but now it has set up its 
own UK operation- Simon Barnard 
has been appointed software de- 
velopment manager and Is' on the 
lookout for talented programmer a. 
"We believe that [he UK has the 
best ftmstrad software Writers. 
Ard mv iob is lo find them and 



offer them rat only money but 
Enteifiatrcna] recognition," he says, 
Microprose is best known 
for its high quality simulations like 
Aci&jet but it also is interested in 
lop-quality arcade games. If you 
(Sunk- you've got the potential lo 
be d software star then Microp- 
rose can be contacted at 2 Market 
Place, TflTbury, Gloucestershire, 
GL9 3DA: © (OGGfi) £4336. 



Meet Martech's Nemesis 



Dig that Afro beat 



Cheetah Marketing, responsible 
for the highly acclaimed Aindrim, 
h&f launched another set of voices 

for lis digital drum system. 

£S buys the Afro Ett wirh 
editor. The kit contains eight new 
sounds: mirk, buash, hi conga, lo 
conga, clave, coconut, guiro and 
whistle. This new release brings 



the total number Of drum-sound 
kits to four - standard rock (free 
with Amdmm), Latin, electro and 

now Afro. 

The kit is available direct 
b:ara Cheetah - (0222) 77 7337 - 
or from many High Street stores 
and computer shop;;. 




-• - ,. 



Mastertronic acquires 
Melbourne House 



Mastertronic, the long-established 
budget software house, has ao- 
tjuired Melbourne House, produ- 
cer of such games as TVra Hobbit 
and Wsy ot the Exploding FM 
The acquisition means that Master- 
tronic now has an entry Into the 
full-price software market, Quite 
how alt (h.s will affect Melbourne 
House's product isn't vet clear, bul 



you can bet that with Mastertronic 
involved things will happen fail. 

In a separate move Master- 
tronic has also fanned an aiCade- 

games division in the United States 
Called Arcadia Systems Inc. The 
row head of Arcadia predicted 
that ii will be "the first true large- 
scale publisher of video games w 
the coin-op medium," 



NewWord with solo disk 



We were wrong in one of our 
unkind iem<trkK nbout NewWvrii 
in last month's word-processor 
feature. "Bad news," we said; 
'needs duai-disk system. 11 That 
is not strictly true. Yon can get 
away with a single disk drive, 
but you will have to fit your text 



files onto the same disk with 
NcwWatd - not much neni. 
since tho wp lakes up 163k. 
Neither WordStar nor its clone 
like you trying to change disks, 
but you could delete some of the 
help files from your workdisk. 



Martecti has licensed the 2QC0 AD 
comic character Meinesis- the War- 
lock to appear in his own compu- 
ter game sometime in the spring. 
The plot behind (he game :s that 
Uemesis leads a resistance move- 
ment against Torquemada, grand 
master of the TerminiiTors. Tour- 
qusmada has destroyed all alien 
life on the planet Termigh* and 
now lie's starting work on the rest 
of the gaiaxy. Good old Nasneste 



has to stop him - after aij. you car, c 
leave the galaxy to the mercy < 
a bunch of bloodthirsty humans. 

In the game Nemesis has to 
fighi of? the Terminators and Over- 
come different obstacles to try to 
gt=i lo Toiquemada and destroy 
him. Nemesis is armed with his 
sword Excessus, a gun and the 
ability to breathe fire when need- 
ed. Get far enough and you'll face 
a final battle against Torquernada, 




Also coming soon from Mar- 
lech is Pvisaior, deseribnd as 3 
'multi-maze shooi-ein-up with a 
challenging puzzle" It's composed 
of five levels of 49 screens, each 
level containing an imprisoned 
"pulsy", You control a sphere that 
has to make its way through the 
maze layout, free the pulsy and 
proceed to the next level. 

Aliens fill most or the screens 
and can harm youi sphere in 
several ways, you ran blasl ihem 



,ill though The maze is made up 
of walls and numbered gales. You 
open and close the gates by pass- 
ing ever the corresponding num- 
ber on the l>aekg round wilh the 
sphere. This ls whore the strategy 
clcrv.ern Domes in: as the layouts 
get more complicated and the 
al«ens meafter, things get lough. 
Wn should have' a full review next 
month. Tbs game will sell for £8.98 
un cassette and ill .93 on disk, 
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See data 



register 



in library 



You can now yo to any of 371 
public libraries m Britain and ask 
to see the register that was set up 
by the Data Protection Act 19*4- 
Thc first 77,000 entries are on 
microfiche «$ a pilot project for 
the public to see how entries are 
scr out. 

The Act demands thai any- 
one - organization or individual - 
Jdtng information about individ- 
uals on cuiuputfir must give the 
Data Protection Regisc. at details 
of the type of information held .and 
aow it is obtained and used. These 
dnrails :ar<vthon included ;n the 
register, which is open td public 
viewing. 

"We are keen :o encourage 
ear'.y comroer<t on the vVay x for- 
mation is displayed r said the 
registrar. Mr Eric Hawe. from his 
Cheshire headquarters; He wants 
the i e.jister to be easy no use and 
,-.- open to suggestions. 

Individuals already have a 
number of new rights ~jnder the 
Act. including ihe right to ckum 
compensation as a Jesuit of the 
loss of personal data destruction 
or disclosure of it .without proper 
authority, unauthorized access to 
it or the holding of infoririHTnt'. 
which is factually inaccurate. You 
Can also have inaccurate infcr- 
itiaton corrected or erased. 

■ Alter Li November this year 
you will also have the tight to ask 
a data user for a copy of your own 
personal details held on computer. 
Anyone holding computer 
data about other people is re- 
quired by the 1984 Act to register. 
But there is an exemption for 
"persona] data heid by an indi- 
vidual and concerned only with 
the management of his; personal, 
family or household affairs or held 
by him only for recreational pur- 
poses. " 



Price cut 
for 5'// drive 

Silicon Systems of Manchester has 
announced a £30 drop in price of 
its Mcgadnve, the only S V^-tnch 

disk drive completely compatible 
With Amsdos, CPM 2.2 and CPM 

Plus. The original price Was £229, 
including interface, software and 
built-in power supply. Due to a 
reduction m the cost price of the 
drive mechanisms. Silicon is after 
ing the drive at £199. Silcon's 
telephone is '361-848 835S. 
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Swansong for a mole 



Monty Mole makes his farewell 
appearance in a computer game 
soon: his last burst for freedom 
comes in Aaf Wiederseten Monty. 
Having escaped from prison in 
Momy on the Rim he's row fleeing 
across Europe. 

He's got to stay out of the 
clutches of the' Saw and raise 
enough cash to buy a Greek island 
whore he can burrow happily ever 
after Apparently il's going to be 
a platform game where you have 
to complete money-making tasks 
in the cities: of Europe. Simple 
things like stealing the Moita Lisa. 
winning a grand prut and being 
•aided Hnti abetted by the Mafja. 

Also on the way from Grem- 
lin is Krakout, which from the 
sounds of the press release is 
Breakout gone crazy. Among the 
delights its auppused to offer are 
an ogre who chews up missiles. 



regurgitat&s them and spits them 
bade at you More than that I 
cannot tetl you because; t"m not 
sure I'll understand what's going 
on even when i J- c- game arrives. 

Gremlin has an offering in 
The compilation market that should 
prove popular. It features four 
games, three which' are good and 
one which isn't. The three decent 
games are Th& Way of the Tiger, 
an entertaining martial arts game 
with excellent animation. Barry 
McCutgaa's Boxtng, still the best 
boxing game on ihe Amstrad, and 
Rescue en Fractahis. the debut of 
fractals on the CPCs :n a ie$t;ng 
shoot -em-up- ctim- rescue- mission. 
The duff title is Beach Head tl, a 
bod conversion, but the other 
three rirles are enough to make 
the pscksyft excellent value. It 
costs £&.9S on cassette and £14.99 

:in <Ji:.t( 




Art the easy way 



A new art package is looming 
over the horizon: Easiart, Micro 
Draw Ud are the people to contact 
(■0G3S 6854311, The package works 
with ti acker ball, mousa or joy- 
stick and costs, on either cassette 
or disk format, S1&.9H. 

The package boasts the usual 



spray, line, circle, and freehand 
drawing facUiti&s with the inclu- 
sion of: ?vOom, eraser, text entry, 
Fill, cut and paste and an icon 
generator, Next month we hope to 
bring you a complete review of 
this reasonably priced package. 




Rest in pieces 

Ariolasofrs latest gams looks set 
[0 make the chills run up arid 
down your spine. It'sj Bride of 
Frankenstein- You play rhe bride 
who, for some stranye i feasor., 
actually wants :o revive the spare- 
pan monster for die wedding day. 

To get freaky Franky back 
on his, or someone's, feet you first 
have to get a spade, pickaxe and 
lamp to aid you in the act of 
grave robbing. Once equipped 
you have to go in search of lungs, 
kidneys, liver, brain and heart 
These aren't for consumption at 
the reception, but to breathe new 
life into old bolt-neck. 

Ghouls and zombie-s are to 
accompany you around the GO 
rooms of the graveyard. If the 
Stress all gets loo much for the 
poor bride she keels over from 
he«*rt failure. Can't wait for some 
gruesome graphics in this one. 



cotrtip 



There was a massive response to 
the competinori in AA 17- The 
lucky wtnrsei ol Uw first pnze, a 
Veron Vorwst ghder and a copy 
o* the game, is Stephen Lamport 
of Redhill, Surrey, 

Ten rwmers-up get a copy 
of the game: ifcck Mess, crpjiurKcn; 

M'.ttg lo, Crossfires: C Varney. HWoy: 
J Fa* Cs^n, Rktjdii^, Micky WiEisv H*i- 

mctr. Mich**! Akhid^e. TelfoKt ste- 
phftn Crabrroe, l>y:*d; M WatkinS: 
London N4: N KirV, Newport Pa^itift 
T 'TraffeKd, fianioMswick. 

SO third prizes of a balsa- 
wood chuck-glider go to: Micha^ 
Huglifcsi, Ajtr-.if-?- 1 ! drrait Ch^ridier. 
WqrceErt« Parici fmifl Dftrntev, Ply- 
mouth; Hel^r. Scori, Morpeiti; Ctaw 
Bdrtotv Whttstablft Siephon .Irripey. 
Impmg'.ou; Bradley Joy, Hor'ey; An- 
d!?ew Hami^uiu Cow'ey; Alp^sii PkK>c. 
NorthamptnTi; Kevin McAdoo, flalUn- 
c&JJig; Kenneth Wiiluon. Red< r<r, Jiisiiii 
Hampton. ^.?bi?and Cfooiirtsni David 
Winter-, Noithwnnd: Sliajii Puice.., 
Rugby, Pau: Kudcne, Larkhall; Acnitcw 
Codltman, Tj«tfb«i:-Kiitd«w E»twB*t&, 
BU^kbum: MJ Williams, Kingshe-ath: 
Scott McDeftvell. GJ«gr.w; Atidraw Mo- 
t*r., Gtosaop: Bavid Rcc&. Bawtty; C 
Carr.Srotl, ^Vhuley B-iy: P FincLlt M^i<J 
^on«; Niihola* Kaig, ?-jri)rfd^e Wells: 
Era an Whyta, Aluinchajr.; J Pt-,ce ; C!eis- 
sop: Sino^ KitJw'i, WaiUsey. Do^ 
ONr.i!l. KjUwTfly; ?Airk Jckws, Sjalsbvj 
B Peulter. Chiflw^pr. JJiivnl O'Dutmeli. 
IfisbtJkr.: N Arir^nie, Fldmomof;: Eott 
Oldfield Naitby: HA Bewea, felibirL 
f j:iaih.an K#iih. Ok-ftharfiptorf: J Mpjtusi, 
Lcinlcu Et-3 ^.virTlynn. KcrAich:Paul 
Stevens., Cattofd DM Kiinpel. Wood- 
Isy- AJ javaa, tti&oA: Use Anthony. 
Cfcctaufotd; Robcn HaiEi3ft. Ttit^: 3l 
JemU, TatiheW; J Hafl. Gcussdvr, 1 
Srwats Voafc; Ct-at!«s Joytitii, Brad- 
ford; I iWitoiT. Telford; A Mason. Pease- 
down a.iyiu,. Chraop^r Baits: 
SAiiwk )*fma PurnoC. Hinjcwot: .-.. 
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arcade fantasy game! 



v 



TheCKwttili.Hdas 
TROLL 



Thi-LXiomlonliw 

WARLOCK 









The DoomJord as 

COBLlN 



■:• 




f - 9 



£. 






Enter a realm of damsels, dragons, ghouls and dwarves; of castles, dungeons, caves; and 
ormagic.AsTheDoomlord,YoutakethefomiofavWriocktodobattlewithtKeforcesaf 
good. Use your magical powers to change into Goblin or Troll forms and seek the Orb of 
Power which will assure you of victory In flnal confrontation with the White Wizard! 

Available Now For AMSTRAD CPC £8.95 (tape), £14.95 (disc) 

Coming soon for C64 and Spectrum. 




CHIPS WITH EV 



SOFTWARE ON ROM IS SO CONVENIENT YOU WIL1 



PROTEXT 



»ress 




A comprehensive 

and professional 

word processing 

package, now 

established as the No. 1 

W.P. Package. 

Features:- 

SUPER FAST • 

LARGE TEXT FILES * 

OUTPUTTO ANY PRINTER • 

ACCEPTS FILES FROM 

OTHER W.P/s • 

INSTANT ACCESS 

FROM ROM • 




"I am stunned by the speed at which 
PROTEXT performs the text operation, 
there is nothing like it on the AMSTR AD . 
knocks Pocket Wordstar into a cocked hat" 

. P . AMTIX I 
"Far more facilities, accessed far faster with far more 
versatility than are available to Loco script or 

Wordstar users provides facilities for a business 

user not found on dedicated word processors costing 
5 times as much as the 
hardware and software 
combined," 

.... PRESTEL 
MICRONET 800 
"They took their time 

with it and it was worth 

the wait." ACU 

"Don't miss it, it is 

superb'\,. POPULAR 

C. WEEKLY 

The best AMSTR AD WP 

at any price/' . . . . YC 




THE MAJOR ADDITION TO ANY WORD PROCESSING PACKAGE:- 



A top-selling program for use with or without Protext 

FEATURES • HUGE DICTIONARY 

• CHECKS AT UP TO 2000 WPM 

• CHECKS FILES FROM TASWORD 
NEWWORD, WORDSTAR etc. 

• LOOK UP OPTION 

• FIND WORDS/ ANAGRAMS - GREAT 
FOR CROSSWORDS 




PROSPELL 
£ 34 95 



P 



Pt *j 



An outstanding buy." . POPULAR C. WEEKLY 

"A very superior Amstrad spell- checker" , . . . AMTIX! 

"look no further than PROSPELL" ACU 

"Fast efficient, easy to use," . . . .YOUR COMPUTER 
"All in all a great program for just about all the word processn 

AMTIX! 



you will ever come up against for the Amstrad range. 





MAIL MERGE 

AUTO REFORMAT 

SELECTIVE PRINTING 

ROM VERSION GIVES TWO FILE 

EDITING AND BACKGROUND PRINTING 

COMPATIBLE WITH DK' TRONICS 

EXPANSION RAM 



PROMERGE COMPLETING THE SET, 

THIS PRODUCT EXPANDS POTENTIAL EVEN FURTHER. 

co™„v E ^ 4 . 95 

PRESS 



* 



Hopefully PROMERGE will 
open up a new market of small 
business for ARNQR." 
POPULAR COMPUTING 

WEEKLY 



(ERYTHING ? 

WONDER HOW YOU EVER SURVIVED WITHOUT IT! 





RELEASE 



BCPL 





£ 39 95 

[INCL FREE RDI 



Bored with basic? Do you want to try something new? BCPL is a flexible, fast, general 
purpose language, widely used by writers of editors, compilers & operating systems (CP/M Protest was partly written 
in BCPL!) Amor's BCPL is a full implementation which compiles 
to machine code. CP/M and Amsdos are included in one package 
so programs will run on all CPC and PC W computers, (FREE 
Rom in every package!) There is a comprehensive I/O 
Library, including graphics. Several example pro- 
grams are supplied including a full screen editor 
and a space invaders game. Compilation is 
very fast, typically 15s for an 8K program. // ' 

Can compile Protext/Maxam 
text directly. 




UTOPIA THE MOST POWERFUL 'TOOLBOX' TYPE ROM 

INCLUDES 27 SHADE GRAPHICS SCREEN DUMP • 

COMPLETE DISC SECTOR EDITOR * 

A HOST OF CP/M TYPE FACILITIES NOW ON ROM • 

BASIC PROGRAMMING AIDS LIKE FIND & REPLACE • 

OVER 40 NEW COMMANDS IN ONE ROM • 

pbess 

T* "UTOPIA seems to be in a class of its own" . . . AMTIXI 

"More realistic than most toolbox Roms, , . . if you are not a wheel inventor get 

UTOPIA" . .ACU 
"UTOPIA is by far the best utilities Rom , . . If s worth buying a rom board just 

to plug it in" . . . AMSCLUB 
"UTOPIA is an excellent Rom and one which I can thoroughly recommend" 

. . . COMPUTING WITH THE AMSTRAD 




MAX AM THE CLASSIC USED BY AMSTRAD THEMSELVES 

95 * SUPER FAST ASSEMBLER * MIX MACH[NE-CODE WITH BASIC * 




• COMPLETE DISASSEMBLER, MONITOR AND MEMORY EDITOR • 
• FULL SCREEN EDITOR • r% f\ nc 

I ■* "This piece of software should be held up as an example JL\J > 

of what can be done by programmers who care. It is brilliant! . . . 

Hang the expense buy one now! . . . ELECTRONICS & COMPUTING 



WANT TO KNOW MORE? SEND FOR CATALOGUE FREE 




ROMBO 
ROM BOX 



34 




.95 



FITS 
CPC484, 684 91 6128 



All Amor Software is available from your local computer shop 

or directly from:* F^ ARMOR LTD (DEPT.AA) 

118 WHITEHORSERD. 
CROYDON CRO 2JF 

01-684-8009 

(24 hours) 

{Overseas Orders Same Price: Dealer Enq's Welcome) 



(All Prices Include 
VAT f P&P) 




all in one superb package 



I 






AH Action 
Packed Games 




COMMODORE 64* ~"T~ 
(C)£8 95 <D) £14-95 

SPECTRUM 48K,128K,+ 

£8*95 
AMSTRAD CPC 



ADVANCE 'SOFTWARE ■ PROMOTIONS ' LIM ITEP 
17* STAPLE TYE • HARLOW 'ESSEX 'CM1B7LX » TEL«jQ27S) 412441 



TYPE-INS 




. • ■:■■■-. «MMMHMMHMi 



m-m 




Chimes to drive you dotty, characters to define and rotate in 3D 
- if none of these patterns take your fancy, try the hangmai 



WH »vw ■■Ml »"* 



Printer typefaces 



If you re akeddy shuddering at the thought of typing this horrifyingly 
long program, let me pomt out it's well worth it! 

Gordon Yacomine of Dundee has written an extremely useful 
program with extra commands to let you access different type styles 
(on your printer) without needing to remember long strings of 
control codes. 

The various commands available: 
i N LOON near letter-quality 

s M r M 1 N mini typeface 
iPIOPON proportional pmitmg 
tCONOW condensed 

iSUBON subscript 

SLPON superscript 

D E LOW double-strike 

: 1*1 on nakes 
eCLDQN bold 
: U NDOW onderuning 

:D9Li0i!i double- width 

MoIjco that each of the commands ends m ON 1 : ihis tells the 
program to switch on the chosen effect. Every command can have 
ON" replaced by 'OFF. So, for example, this prints the sentence 
What a nice day! 1 in bold, with the word 'nice' hi italics; 

10 IBOUON 

1% PRIVF *i f "Khat | "; 
IB :BDL>OF(;iJTALQk 
4| PRINT *& f 'nice "; 
58 HAJ>M:ifi0lD0N 
S3 Pfi]NT n, "day!" 

Here :s she mam listing: 



? ' t n 
3 ' *ffls: 
18 If MR 
20 0*b+V 
iB POKE 
tB II t< 
50 PR INI 
69 0*7* 
:3 0*1* 
U MTJt 
H r> a l a 



t*r typafjees 
taalne 

rid *ct"Cfi flam 87 
Tf S8FFf:fflS a-$9G0B TO &9^D:RE*D al 
H <"*"♦**); POKE i,VAU "*"♦**) 
a,VAL!"fl"'3Sl:N:lT 

>73204 THEU PR!MT r E(iflC« IN DATA H :S*0P 
NEW CONMAltDS INSTALLED: CALI IHttilht 

8fl,@B,51,9B,C3,F8,9B,C3,FF,98,t3 
BE^M^U^IyU,?.*,?!,;!,^,?! 
e3,4«,*1 # €3 J r55,9t,Cl # 62>9l J C3,71 
91,C3,7F,91,eME,£1,t3,9«,91,i3 









"I 










poc ,■ 

1 














11C CAT*, 
12« DATA 
IH DA'* 
Hfl DA'* 
15fl DA"* 
168 &*"** 
170 3AT4 
ISA )AfA 
19B »ATA 
?U DAT* 
i'0 DATA 
220 34T4 
238 JATA 
248 1ATA 
253 DATA 
253 DAT,', 
2^3 DATA 
?$f DATA 
291 CAT A 
300 MT* 
310 5ATA 
JZf OAtA 
330 DA'* 
340 DA'* 
?50 DA"* 
560 DA' * 
T ?fl DATA 
3KB DATA 
390 DATA 
OB DATA 
US DATS 

421 d; t ; 

■;3J OAT A 

US DATA 

<,S<d 3B.TA 

460 DATA 

47ft DATA 

488 DATA 

i^B DATA 



5BB 
511 



DA T A 
DA"* 



5?g da-a 

518 DA' A 

5*8 DATA 

sse 0ATA 

5£E DATA 



I '• . j t ' 
<3,E2 
9?,C3 
M>*| 
49,4E 
CE,5B 
4F,CF 
4F,CE 
4F,CE 
4f,£( 
4t,tF 
4F,iC 
£6,55 
C6,44 
4F,46 

: b,iE 

90, ED 
31, r F 

93, c9 

EE,93 

91, E0 
FF,01 

C9,'B 

9B,o 

91, El 
81,60 
1!,Ff 
98,(9 
EE,9'1 
91, £0 
BB,FF 
98,C9 
98, "£ 
ED, 43 
81,(3 
18,3^ 
05,98 
EE,9B 
9t,ED 

Ff,li 

C9,1B 
93, CD 

n,u> 

98,C9 



,C3,B8,Vl,(J, 
,91,C3,Ft,9t, 
,10,92,4E,4(, 

,4MMM9, 
,49,4F,46,C6, 
,5?,4F,5fl,4F, 
,43,4F,4£,4F, 
,53,55,42,4r, 

,53,55,50,4* 

,44,42,4C,4F, 

,CE,49,54,41, 

,4*,4f,«,42, 

,4E,44,4f,CE, 

,42,4C,57,4f, 

,CM8,C0,2E, 

,FE,FF,7S,35, 

,8»,co,?a,3D, 

,4j,ie,90,::, 

,11,tM1,E0, 
,13,78, 00, Ff, 
,C&,B5,9fl,;9, 
,43, EE, 98,13, 
,35,91,ED,43, 
,71,11 ,FF,f1, 
,J5,90,C9,1B, 
,43,££,9B,eo, 
,91,iii,4J,EE, 
,Bt,6S,91,ED, 
,1B,53,E1,FF, 
,CD,D5,9G,,C9, 
,43,EE,90/£O, 
,01, 99,91, ED, 
,1B,54,FF,B1, 
..::..90,C9,13, 
,E£,98,CO,05, 
,91,ED,43,EE, 
,FF,31,0 

,c?,ia,35,n, 

,c&,bS,?5,:9, 

,43, Lt, 93, CD, 
,FB,9',ED,43, 
,2M",FF,01, 
,D5,90,^,tB, 
,i3 r LE,9C,CD, 
,31,?S,92,ED, 

,iB,57,e«,rr, 



C3,ff 

4EA9, 
5J,52, 

46, C6 

46, ;6, 

46,C6, 

*C,4F, 

4F,4t, 

5i,iE, 

CE,44, 

B),3fl, 

:o,2B, 

C9,«. 
D5,9«, 
(3,Ei, 
81,19, 
11,46, 
E5,9B, 
E£,90, 



44,91 , 

,70, BE, 
,05,98, 
■ 9fl, CD 
<,3,EE 
.0-,7t, 



B,54, 

M f n t 

i3,E: 
A7,91 



,C3,D4 

,91, U 
,CE,*E 
4F,CL 
4F,5I 

45, 4F 

53,55 
44, 4i 

49,54 

44 # 4F 
U,4f 

42, 4C 
FB,?A 
,BE,?J 

t9,ie 

5C,tD 
.91, ED 
FF,B1 

C9,1B 
C0,05 
EB,43 
FF,81 

C9,0F 
&5,9B 
93, C& 
91,C0 
FF,31 
(9,19 
90,1 D 



,47, n 

■J,: > 
98, CD 

: 

■ 81, BF, 
,1B,4S. 

v%M 

.FF,5E 

.?o,fl«, 

05,90, 
4J,EE, 

.00,00 



,EMJ 

.81,85 
.IB, 43 
,05,90 

EE,5B 
■91,ED 
.FF ,01 
.19, IB 
,C0,05 
.ED, 4^ 

Ff,»1 

c?,ia 

93, CO 
98,89 



91 
U 

4D 
4f 
4E 
42 
56 
4C 
41 
4- 

4a 

46 
57 
EE 
IB 

F0 

78 
05 
43 
27 
4f 

n 

ti 

;■■ 
FF 
C9 
)5 
43 

53 
05 
EE 

91 
FF 
C9 
CO 

43 
£15 
4£ 

" 
*9 
57 
05 

flfl 



BO£.= 
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Tommy Da f fin of South Brewham, Somerset, has provided you with 




160 IF !H<E v <7?)o-1 THEN RUN 




an interesting type in that creates 'dolly* designs. Using &. A. 


and 




170 DRAW *,jr,e 

180 e=c+1:if c = T6 THEN c = 1 




P will move an ever growing line around the screen. When 


your 






creativity has been exhausted press the spacebar 


and watch those 




190 IF M>64D OR *<B THEN **=-** 




dots move. 








200 if y>tflQ OR y<0 THEN yye-yy 


• 

# 


IB ' Dotty 

20 ' Tn* f oaf fin 

50 ' A-nuad 3:tior< April V 

4G KE V UJ/'HLL ftet02:ied* 1"+CHRS03) 

50 POOE 

60 GGSUB 3*0 


• 


• 


• 


210 K*x+xxiy*y+yy 

220 SCO 110 

230 FOR fs,} TO ISilMK f,0;NEXT f 

250 [kK 9,26 

260 CALL 8B019 


?0 POVE 320,200 








279 INK g,0 




80 e=1 

90 w42J:y*2ffl 








280 gsg+1iIF $*U THEN o«1 

2?0 IF INKEY<ia)<>-1 THEM SOTO 310 


1 * 


100 xx=0:yy=0 

HE IF INKE v (i7)<>-1 THEN ^y=yy+0.25 
'26 If [HKEY(6?)<>-1 THEN yysyy-0,25 
136 IF IHKEY(27><>-1 THEM ii-mfi-jiZS 


• 


# 


• 


300 GOTO 250 
319 FOR f=0 TO 15 
3?8 INK I,f 
35S NEXT f 


• 


HO IF [HKEY(3^<>-1 THEN xx=XK-fl.25 








340 RETURN 




150 FF I «<£i U7X>-1 THEN G0SU3 230 



















i?3 








\? 
























Eadfiynmi] 






faithful reproduction of an old favourite has been sent in by 
Darren Clarke of Sheldon, Birmingham. The listing may be long, 
but the yanie is still urn enjoyable as ever, if not more 60- If you wail! 
to alter the words the game uses, lines 890 to 950 are trie place to 
do it- The words must not be longer than 18 characters, and there 
can be only 30 words at a tune. 



' Ha-igitan 

' by Darren 
i 



1 

2 

3 ' A*5t r ad Act-. an April 67 

10 GOSUB jfl- 

20 GOTO 19C 

38 REM *** I\:t ***■ 

40 >1H hO'dSUflUetreriMSl^SMfl) 



Clarke 
i\r.t- an 
REN irvit 



51 

a 

90 

tee 
no 

130 

ue 

160 
170 

180 
190 
200 
210 

220 
230 



243 
2S0 



HD>E fi:B0SDEK Q:VH 0,0:PEH 13: -=0: ,ength*&;,«r=0:«<HC=1 
MllMV * 1,2,1 9,24,24 :UtHDflll *?,U, 19,7,23: 
U7H&04 f3,2,iZ,7*Zfl 

RE1 »** READ DJWA **** 
RESTORE E90 
F3R njm=1 TO 20 

READ HOfW:l»U«?MOrtl*} 

if L>1E TMEK MM UmtiFiXiM* M*t ";wOrdS; 

" out of data,.';EM& ELSE 

uord^tnijBl-vordSsNEXT 

REN **+ RNO liOfifr *** 

IF rnum=2B THEN HODE 1 :PBINT"F.iat "i thfr Last 

ef the w.jrci..":FiiD ELSE 

FOR n=1 TO RND*?flM 

r*lNr<MH*20) + 1 

IF uardS(r)="*" OR kcrriS(r}= ,M ' THEN NEXT : 

GOTO 150 ELSE 1«fl 

rntio=fijfl^1: J i(irdiav<j.rdt<r>:uofdSfr)-"*':ftETURH 

ftEf "* SCMEFH f< 

LOCATE 1 ,25: PEN 13: ORINT'HABGKAN BY JA^/PAUL" 

FOB **■'■ "0 224 STEP" 2 

FOR y>0 "0 '6 5T[» 2 

IF TESUkS,^! THEN PLflf 95**X'*2,355+y**2V3j 

PLOT »S*xJf*Zj.-S-5*+yJ!*^iSjn0i 95<A*2,357*yW,?1: 

HOT W*iX*?/337+yll*2. / t3 

N:*T:NrXT:I.OtATF 1,2S:P.U»T SK'(1f) 

f.Ci B9,iP2,l:JRM 5",392 :fiRAh» 0,-7&: 
DRAkfi -*55,0::>SAyft 0,78 



260 LOCATE 10,4 : PHIHT N FJy" : tOtATE 6,5:PR1NT"DAZ 
270 PLOT 413,304:DRAW 610,304: MAYS 0,-226: 

PRV.JS *200,0:DRAkFi 15,226 
230 PLOT 2^,304 :0iUW 390,304 :M*y» 0,'226iDSAfcfl -366,0: 

NAUR 0,276 
290 REN »* STAftT ** 

30fi KflrdS5tlPPER*(tforfJt}:teftatft=LEN(»*ord?> 
310 LOCATE 10-LE^Jo.-d*>)/2,22:PRiNT STRI1GK LMflth/'-") 
320 FOR :=1 TO Length 
330 HJ(!> = LEFTMuordl,t):,\£Jil 
34& FOB :=Lenjth TO 1 ST6P-1 
35ft .e:ter£(t)=R:s^Tt(a$Ct},11;Nt^ 
360 IF nrHEHUorija) rutm wr*4 elsf S33 
170 tOTCl S10 

530 IF wrongBlJ them 393 ELSE 500 
3?0 REM *** DEATH ROUTIHE *** 
400 FOR B»l TO 2:R|SF&RE 4S0 
M'j ; 0R "=1 TO 11:READ &,» 
42§ St}U^O 1,n,d,7:S0JND 5,B,3,0:NEKT:NEKT 
430 tOR n*l TO Length 
440 IF Utt*r$tn><>"*" THEM GOSUB 460 
<.$& K£XT:60TO S10 
460 LOCATE 1fl-LEN<nordS}/2ti-1,22 
470 PE«I 3:PRIHl leU#fS(n>:PE1 13:RETURK 
48t DM4 50,1616,37,1016/2/016,50,1016,25,850,25, 

a??,25,S«,25,10t6,2S,iaia,25,H36,T00piai6 
490 REP *** IN°UT LETTER/WOR& *** 
500 wr$=-" r :TN9UT*1/"-,LET-EflS 
51* LETTER$-UPPtRS£LETTERS] 
52C IF IstterlB^rdS THEN 530 ELSE 5S0 
530 FOft n^l TO LEW 1 »*•{!*): LOCATE 1J-LEM< word5J/2+r-1,?2 
540 PRINT NIDSfjordl^JhFOR del a l *a B0:KEKT;MEXT 
550 vr=LE«Uordi);0OTO 361 
560 :=e:teiath=LEN(wor()t> 
57fl t=:M::f t-Lertgtn-»1 THEN tit 
560 I« UtterS^LemrfU) THEk CCK 590 ELSE 570 
5M LOCME 10-LEN(^Hi1/S*t"1,22:PRINT LetterS(t) 
i,U *CR d*i*1 TO 303:NIH 

610 l*tterS(t)-"-* ';W=t=MRf1 : y rS = "^ ES" : GOTO 573 
420 RIP *** PRINT LETTER-S USED *** 
630 PfilhT#2,.etteri' ; 
6t0 Kif *** HA«6Hft« *** 
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Chimes 



Rectangle 



Last month you had budgie noises from your Amstrad This month 
you are rreated to the chimes of a grandfather clocit, courtesy of 
Dave Thomas of Bridgend in Mid-Glamorgan. 

1 * CHIHES 

2 * hy 33i'» thoias 

3 * Ansirjc" (He t ion April 87 
18 CLS:P$[NT"Wh»t ti*e is it?"; 
28 INPUT t 
38 FOR i«1 TO I 
4P m 1,50,15,30 
*E SOUNJ 1,t78,425,1,1 
6C SOUM 2,239,425,1,1 
78 S&US0 i, 119,425,1/ 
ES $3810 1,8,56 
93 S3MD 2,0,50 
133 SOUND 4,0,50 
113 NEXT i:G0TQ 13 




2^% 



450 If url^'YES" THEN GOTO 360 E.SE 

6-63 *irofig = ^rcrig+1 

670 IF *nfflflg=1 "HE* 73fi = LSE IF wrong** THEM 756 ELSE 

em restore 7?a 

698 READ bpart,ps:,p>',)i,>' 

706 IF bpar$= W rinq T HEM 716 ELSE 690 

710 PtQ' px,py,1J:aSAH x,y 

?20 If jrong~13 THEN 393 ELSE 363 

730 PLOT 168,80,1 :3RAW 160, 103 : D R 4 ■! R £Mi*XAW MS; 

MM ft 20,0 
740 5SAWR 6,20:DRAl.R 15B,0: OfiA'JR 3,-48:5015 360 
750 PLOT ?&a>2#:MiH ?.1&,274:MJW8 6,-26:llRAhR -34,0: 

DRMfR 0,?e 
753 PL&T )tt,?66;PLGT 1Z3,Z66:PlOT 116,254: 

DRAW 12M,Z54:e0ro 569 
773 DATA 2,3eB,U&,300,294,3,12B,2S6, 

50MfM,?4t,296,3i8,24iS 
?80 5ATA 5, 128,296, 120,. 276,7, I28,?i3, 

128,U0,e,U3,2tS,s00,1*8 
790 MTA 9,128,2^,143. 186, 10, U?,1S0, 

ie(!,ii&,r,,i?9,isa,u0,iiE 

888 DA'A 12,90,118, 103,118, 13, 148,119,-54,118 
810 RE* *** PUt AGMN 7 *** 
828 PRfNT*VPUy A fi air. <V/*>?" 

Sift y$=ISKErS:>S'UPF£S3ry$>:IF yJ- u " 1HIK 830 

£<•£ Jf jfi='l"' THEN 850 ELSE If yi^V THEN *_S: 
EMD ELSE 838 

863 CtS,#lJCj.M2:CL$rf3:Lfl£*T£ 18-_ih f*orc!S> /2,22 

673 PRINT SP:f:.crc:-^&0SJ3 139:450*0 290 

830 HEfl *** DATA + «** 

390 iftTA abbreviation, sisisr-.oodjfilaekptt. 

900 JATA rigarette, rabbi t, neighbourhood 

918 DATA srooker,f33tbaLL,tenri b 

920 DATA cu:ionary,r:jq&y 

930 Dh7A eWLiier, adventure, a." cade 

940 DATA teLgvision,brot^r,an--.i, 

9J0 DATA hane£s,eUpriarit, electronic 



Have you ever wished so display rectangles of any shape or size 
on the screen - rapidly? If so (hen A Knife of Eomford Essex, has 
seiu in the required goods, 

When you run the program, there will be a new command 
available: -ttlilf S/hjL^i^e, where a and i; are trie origin or rather 
the coordinates of the bottom left of the rectangle, c is the width of 
(he rectangle, d is its length, and * selects the colour. 

1 ' RtctargU 

2 * * Knife 

3 ' Aistrac Mttflfl Rarth 87 

IS Jruo; = 0;sddreSS = 3900&:FD* .in=1 TO 1? 

23 F&R dit = 1 TO 10 : READ aS : a = VAL(I 'i"+al) 

33 Lintot = Lir-:o:+a:POitE iddf*ss^.i 

40 add-ess = aoaress+1 :NEKT: READ eh»e* 

50 IF L-nt3t<>cne:< THEN PRHT "Errn* in Lin? "; 

U iM3*170:thD 
ft Urto:=0:NEKT:CALL 39000 

70 PRINT"WEW COMMAND i P,ECT,a ,b ,«,<!, e INSTALLED" 
Bfl DA"* J ,62,98,21,d0,98,ed,d1,bc,.:9,U47 
90 DA/A 67,98,:*, 6:, 9g, 52, 45,43,^,6;., IKh 
m H r * cd,ae,93,:c,e9,bb,cd,c9,?S,cd,iaH7 
110 DATA ae,98,:<!,bb, 98, 11,88,83,63,69,18.88 
120 &WA ed,f6,bb,cc,»e,98,cdyC2,9S,56,1!0B 
138 W-A 59,:d,bb,98,60,69,cd,f6,bb,:d,U7? 
K8 EU"* ae, 98, :c,;2,9&,?1, 03,98,53, 59, 1079 
158 0*-* cJ,f&,bfc,:c,bb,9g,21, 33,33,1 1,1232 
168 MTU 33,00, *e, f6,bt,t9,dd, 66,37, dd,13SC 
170 &*H 6? Jr a6,de,5fe,B,t!d,5s,03,t9,dd,11'7 
180 DATA t6,fl3,dd,4e,E2,cMd,t6,05,<Jd,1892 
190 DATA C5,8i,cS,tt!l,7t,0D,cd,d*,tJO 1 ,c9,Hi5 








.*l;: 




Patterns Mk II 



David Brown of Sutton, Wast Midlands, has supplied you with an 
11-Lpressi.ve pattern-producing program. There have been many such 
routines in the past - this one is rather exceptional. The patterns or 
designs are varied, complex and pleasant to view. Pressing the 
spacebar at any time will ^art a new patient into life. This program 
will work only on the 664 or 6123. 



1 

2 

3 

10 

?fl 

W 

^8 

56 

68 

78 

it 

n 

m 

1 1 E 

1Z8 
136 
K6 
150 
140 
173 
188 
196 
266 
2*0 
220 
230 



Patterns HK H 
by bavrid Bro/rt 
Ansirad A:tion 



Ji- IT 



«CO£ 2; INK E,8:1KK 1,11: PAPER &:*[« 1;80R0ER 
tLS 

LCU^£ 15,I5;PfilhT "PRESS A*J1f KET TO 60 ONTO fcEXT PATTERH" 
IF 1HKEV*="" THE**' 50 
£LS;S=3HNTfahfl*12> 
FOR Z-1 TO 2 

P(I > 1l*tB?(RHg*64nsP{2,2>=IHT(R1f8*401) 
CtIJ*1*IHI(RBM4) 
NEXT 

PLOT N1,1),P(1,ZJ 

DRUR P:2,1)-P(1,1^F'(2,2)- :s n,2) ,1,1 

FOR Z=1 TO 2 

P(i,l)iP{7,1)-S*(D(ZJ=1 5R CCZ)=2)+5*(D(I)= 



: 3 



3<?,?) = P(7,2}-S*(D(n=1 &R &C2)=4J+5*{D(I)=2 



ON 
OR 



MH'i 

WW: 







IF Pa,1)>446 THEH PCZ, , ;='^,1)-2*S:Df7)=C(i:+3^MDf2)=2> 
IF PU, 1X0 THEN PCI / 1)«Pt:M>+e*!St6tZ>-8(2>- , i+2*{^J>=4) 

IF ?{2,2)>40a "HEfi P('7,2}=^(!,?)-2*S:B:i>=D(Z5+V2*CDt73=4> 
IF 3(i,2)<:0 THEN P(7 ,Z ) ->(. Z ,2 J i-2*£ : D CI > = &(23 + 1 +2*< D( Z J =2! 
N:H 7 
HfNP 
GOTO 6B 
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Character definer 




Before you tram the page in disgust at this mammoth listing, lei me 
fusl say this finger-wearing program is is well worth typing itt.The 
character definer sent in by James Cadwallader o\ Gosporl, Hants, 
is one of the classiest you /nil see. Its ease of use and functions win 
shame many that have gone before. 

Characters from 32 (the space) upwards can be defined. When 
run the program displays a box with several characters. One of 
their, is highlighted, and in the neighbouring box is its Ascii code. 
With the cursor keys you can scroll backwards or forwards through 
che character set. 

Once you reach the character you want to redefine, press 
Enter or Return. A list of options will appear: C to continue, R to 
re -select S to save and L to load. Pressing C draws the highlighted 
character in a large grid box on the top left of the screen. 

Using a combination of spacebar. Delete and cursor keys, you 
can now design a new character. Ab you fiJJ or delete squares, the 
character will be displayed in nrtode-0 and mode- 2 characters below 
the grid Pressing Clear will wipe the grid to let you restart your 
design. 

After finishing your character, press Tab to choose another 
character to design. Or you can load or save a complete character 
set. 

1 ' Character definer 

2 ' by Janes CadtaL iade* 

3 ' JMos: raci Priori April 8? 
10 ON ERROR GOTO UW 

2fl STHBOL AFTER 256 

33 oLd«er=H:*El 

40 SlfHBC. AF~ER 52 

58 neme»=HiP«EH 

70 i%-iinU"*" 

30 DIM tl£<7,7>,dK<73,BKC7 # 7) 

90 IN< 0,13:INK 1,1 :IMIt 2, IS: INK 3,23 



Guidelines for Type-in authors 

Anything from £10 to £100 could be yours if your type-in is selected 
to appear in these pages, Remember it must be your own original 
work, The address: Type-ins b Amstrad Action, Somenon, Somerset, 
TAU 7PY. 

If you plan to send a listing to be considered for publication, 
here are a few pointers: 

► Use lower-case rather than capitals for variable names. Keep 
them short but rnueaningnJ. 

► Do not use letters that look like numbers as variable names: 
lower-case L (1), capital I or either O. Even E can look uke S on 
some printers. 

► REM statements make the program easier to undersland - 
especially when you rediscover t( on tape six months later. Put 
program name, source and date at the top. REM every Subroutine 
to outline its purpose, 

► Structure your programs - divide them into sensible proced- 
ures, 

I* Avoid long mult-statement lines. Short lines make debugging 

easier. 

►■ Try to keep lines short enough to fit our columns without 

confusing wrap-arounds. 

► And please make sure your name and address (in human- 
readable form) is on every single piece, especially the label of 
the cassette or disk. Seep a copy. 



10ft HOOE UftnX=I:gfI*# 

110 G05UB &0Q 

128 LOCATE 15,2:PER 2:P^INr "[■; 



131 


PEN 


5:PftlST 


■TAB"; 




■40 


PEN 


Z:PtI»f 


■ ■ — | ■ ■ , 
-1 r 




158 


PES 


1:PUM 


" tO p 01.' 




160 


UOfiAfE 15,4' 


FEN 2: PRINT 


'T'; 


170 


PEN 


3;RRINT 


"Ctfi"; 




iae 


FEN 


2:PS1HT 


ii-iii . 

J r 




1?ft PEN 


1:P31HT 


" to dear ; 


ind." 


389 


tOCATE 15^6 


;P£H 2:PS1HT 


1 t 


>'G 


PEN 


5;PRINT 


,r t«PY": 
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220 PEN 2:PRIHT "1"; 

?3B PES UPRIHT " tc rocg.i gj-de," 

?4& LOCATE 1,U 

259 PB I 

?6fl PRINT " Select character : "; 

270 HOVE 31&,l9?;&R,«tiR TK,[f,1 :DftAUft 3,-15 

2S3 DRAU8 -"^,3;0*;yH 1,1! 

m HOVER 128,3:&RUR SI,|:MiltR 0,-1B 

511 DRAUR -50,fl:t>R^R I, IB 

Sift LOCATE 21/H 

329 WHILE -SOCHRKUJ 

3J9 C0S16 1761! 

340 i$=iMtns 

358 If i*={HfiS{2«3 THEN al^aHl 

36fl IF it=CHfti{242> r HEN aSiaV-1 

578 IF s*<32 THEN a^ = 2S5 £.11 IF '*%>&* THEN »i«S2 

3SB iEvD 

4G0 PEN 1 

£10 LO-Cfi FE 5,17:PRINT " PRESS ("; 

423 PEN 3 : PR! NT "-"; 

439 PEN 1;POT ") TO 1E-SEIECT, f'; 

440 PEft 3:Pr:HT "c"; 
459 PEfc 1 :PHINT "> TO" 
t&3 .0C*TE 7,19:PRMT "COHTIhLE , {"; 
479 3 EK 3:PRINT "s 1 ; 
439 PIN 1;PRINT ")"; 
490 pbih* " TO SAVE 0R" 
50E LOCrE ?,21;PR1M "("; 
518 PEN 3 : PRlNiT 'V; 
52| PE^ 1 = PRIHT ^ TQ LOAD." 
530 BHILf i$<> ': ' 
540 it= IWKEYS 
553 tl= LOWERS? J i> 
543 IF ii4= ,h ,r" T«|^ ij}> 

578 IF |c*«-s" *HE* f£=lr:G0Sue 1ZZB;G0TC 100 
5B3 IF kS="l" "HEN f*=1:G0SJB 1228:6010 IBS 
590 HEHD 

600 sosub isee 

610 WHILE finS*| 

6?0 GOSUB 960 

£30 k$=INK£YSj'll fcS="" THEN 631 

640 IF kS:CHM<») THEN S05UB 1163:finS=1 

66fl IF k*«CttRSt242) THEN i*=»!-1 

67E IF tS=CHRi(241) TttEH x?=xJ'1 

6gS JF UsCH?$<Z41> THEN yS=yj?+1 

69« IF kS=CH«(?4a) THEN yS=vS-1 

7fll IF k»7 rfliJI *S=I E'.SE IF *2<e -HEN 3tS=7 

718 IF yt>7 rnEM y3f=FJ E_5E IF v%<% *HEN /a = 7 

728 !■" HKE¥HT>fl THEN GOSUB 1851S 

738 If UKEYC?9)=8 THEN GOSUB 111B 

748 IF EMMT(1&)=fl THEN 30SUB 1628 

750 IF INKEtC9>=@ THEM 5D5DB 1599 

763 GOSUB 1000 

773 JEN} 

780 EHSE Cl^eilERASi ,iX:G0TD 1 J0 

m EUD 

&CC REM SET UP SCREEN 

ME BORDER 13 

B2fl HOVE '4,J&4:fc1iAWR 158,3,1 

S3fl DRAWS 0,-1 33 : DRA^R -131,1 

S-0 DRAUR fl y lH 

35fl HOVE 94,?4*:68AKfl ia,t,1 

360 DRAUR a y -1SiDR*KR -1S,0 

571} DRAIiR 2, IB 

SS0 MOVE W,240iMAMR 3^,8 

S?0 :^k(i E,--a;15VJfi -3i,fl 

533 ;5avp e,ia 

913 RETURH 

920 L3CaTE *J-2, r JS-2:PEN 1 

93B IF cl(X*,yJ[)s1 THEN WIPER 5iPR:kT " "; ELSE :F 
flX(x!,yS,s1 TPEN PAPER 1 :PR1HT " °; ELSE PAPER 9: 

PRINT " " 







TYPE-INS 






943 PAPER 

¥50 RETURN 

960 IF cX(xX r yX>>1 TKEW P R 1 ^ - m*;;PEN 1 E.SE IF 

e;(x£,vn'«1 THEN PEN ?:PR:*T ;US; 
978 LOCATE xS*2,yl+ZjF>RINT "-" 
986 PRIST opqS; 
95! RETURN 
13M RFfc ChAflACTEflS 
1318 l f eXI*3f,yJ[>*1 THEM P-OT -10,-10,3 ELSE 

PLC-- -10,-10,0 
'020 "LOT U»:<5:*4,23B-yS:*2:PL{HR 2,8 

1030 5 Lor 94+*iS*2,Z3&-yX*2 

1340 RETURN 

1858 HEH SPACE PRESSED 

136B PAPffi 3 

1378 c3Efjc3E>y3)=1 

1988 lQCJTE *£*? jr /S*2:»RJHT " " 

1^98 PAPER £ 

1103 REfJRN 

"T0 REM DE.ETE PRE5SE0 

1120 IF ri:aX,^) = 1 AND e^^,^)=0 THEN PAPER 0: 
LOCATE xU2,y!!*2:PRIN1 " ' hLSE EF eM^,y3> = 1 
Th-N PAPER 1:Lt)»TE xSf+e,y?»2:PHlir " " 

1138 v%tx% f yl)*i 

1U8 paper a 

1153 BETLRf, 

1168 PFP FROGRAF1 CHARACTER 

11 'fl DEF FNfciT!=cH&J ':^2S+t.U1,ii)*64 + tS(2, .) 
*32tcX (3,1 X>*16+et< 4, IS) +8+^(5, i S> *4+cK 

(iMt)*z<+cxC7,iM 

1160 FOl ■ ; :=« TO 7:fli(iS) = FNa-n 

1190 NEXT 

1200 SYMFJO. c:i,dK(0),dSn!,d,f':':,d^3),BUO,cSr5), 

dXMMXtf) 
1213 RETURfv 
J ??3 REH SAVE / LOAD 



ELSE PRTMT "_OA3. 





3D shape rotator 




As the title suggests, this listing from Simon Watson in Cornwall 




will rorate ihree dimensional shapea. You muse enter the r.umber of 




aides the shape is to have. The program will draw it and then 




proceed to rotate it, 




Once rotation has started, these keys will affect the shape: 




fast, Medium, Slow rotation speed; Dirtstlion change; Ink colour; 




Reveal all 15 frames or aniraatior. 




1 ' 3D shape -o:a-i?r 




;>■ Simon ha^SCr 




3 ' Aistrid Act-or Apr i I 37 




13 BORDER 3;INK |/2tMKK B,0:BQRDEfi E:FEN IjFIODE I 




U IN PUT "Number of tidaa (5-10 works t«s-)";s;de*: 




s.Jd*X»sidrX-2 




30 Dlfl tnWXmilM i*H TO 15:fif.AC- 6o-l*'CnSOsN£XT 




40 3ATH 26, 6, 3, 15/2, 10, 21, 22, r, 1,4, 7, 5, 16, '3 




50 ' c r au ci: alt IS f raflfs 




68 NODE e : F C R aX*1 10 I 




n IF aX'l THEN 0»161N ?W,?efl ELSE ORIGIN "3,288 




68 fOH bX*1 3 15: INK b*,fl:c=bS*P:*2/<s : ds>15) 




98 HOVE 15B*C0S(t),l5e*SlH{t) 




"38 FOR dK=1 T3 5idBJ:e=d1ft2*f , t/**<Ul 




118 DRAW iJ0*COS(Mc),15C*SINfen),aS 




120 IF &X'*1 THEN DRAWR 24«,B:DRAWR -24fl,fl 




130 NCXT;N<:xT;NEXT;n=0:d^ = 1; 1 W: tat eS-5B 




140 ' rotate x'.&pt 




150 *X*fXi<Hf!l 




1*P If f*»« THEN fJOS 




1?B IF li = U THFli *!|*1 




18B ;f .=16 THEN iJ*1 




193 ISi-C f?,coDtri!):fS=UPPEM(I'«ErS);S0R C#l9/3=1 




10 rat*'4:NEXT 




233 IF iJ* rl F" THEN nUJM't 




2:0 IF iJ-"M ri THEN r*leS = 5fl- 




220 IF il = "$" THEN rateXn&l 




230 IF i 3 = "0" THEN di rS5«-dirK 




240 If S = ":" 'KEN WMSH 




250 :f it*' 1 **" "HEN F03 rtK* 1 TO l5:;r,K nX/iXiKEXT 




263 EHX fS^&O'O 153 



ico tong!" 



1230 CLSsLOCATE 17,2 

1241 IF fX=0 THEN PR1S T "SAVE 

125fl PEN 3 

1263 PRINT STRINGtti3,"_"); 

1270. LOCATE 1,23 

1280 PRHr $TR1NG*C40," "); 

1296 LOUT: 3,7;F«TKT SPK38};S'1t:$SS<3M>; 

1398 PEN 2 

1313 INPUT ■' Fi leiwe :",i'Lnini 

1323 IF .EN(f b nmS)>S "HEN PFM 3:P^INTiPR![N- 

•3'DTO 1250 
1 330 IF LMER5 (RIGHTS (t Ln.nt^O )<>",C"r'' THEN 

UftiS«flna$+ , \ehr H 
1341 IF \%=% "Itlk SAVE I lrni,b,nttH»ei,OldMH-ne«ei 

E.SE IF n-1 HEN LOAD flmS 
1358 SCLHO 1,15,5,15 
I3A8 PEh 1 
1378 IF efSsB AND K=> THEN PRlNTiPRINT " Saved :"; 

ELSE IF ef!(=0 AND fljsi THEN PRIMTiPRTNT » » 3 d#d :"; 
1330 IF efS = THEN PEN 3 :PR3 NT L'PSjRSif inm I) :FR1M' 
'390 "FN ? 
1400 IF efX'fl UD f K=0 THEN PRINT " Rerember to jss ";: 

PPN 1 : PRI«' "SYMBOL AFTER 32 ";;FEk ZiPRINT USING 

'T'rbe'are ";:PFN - : 3R|«r "LOflET"; :PEN 2: 3 ?[NT 

"irn ";UPPERtf f LuS);" from your prcgran." 




U13 PES 1 




1423 LOCA-E 7,2B 




U3ft ?SN 2:PRIN' " t'; 




•440 >m "3;PR;u "ANY KE'", 




14-50 3 *N ?rPfi:r "1"; 




U60 PEN 1:PR:n- " to continue." 




K7B IF INKEY$= M " "HEM '4^0 




14^ fS = B;et^=0 




1498 RE'LRFi 


il 


1588 REf PRINT CHARACTER HATRIi 




1518 K(X=2rycJs2j5fX« fl rx XOR 1 


^l 


1S28 FOR ypS=19B TO 176 STEP -2 




1538 FOR *o*?368 TO Ul STEP 2 




1S48 IF TEST<X5l J ,ypX>e2 ANE cS(*eJ-2,ycX-2)<>1 THEN 




LOCATF KC^,vc/r:PHPiR gfi-irPRlN^ " "; 




1553 :f TEST<xpl!,yp18}=2 THEN tXixcX-2 / ytX*2)*o1X 




15-53 st c K = k c K+ 1 




15?0 IF xeX*J THFN >■ c S = 2 :>cS=y«S+i 




'533 NEKT 




1590 NET 




F6C0 PAPER 3 




16 16 RITUIN 




162C RED HEAR 3RID 




16S2 ERAS: z%,et:tU$t 




16t3 FDR -'i = 2 TO 9 




1653 LDCA'E 2,rv; ; pfrj)jr S - R:wGS£&,3?: ; 




1660 WfXl 




'670 LOCATE i,11:PFttNr " "; 




■630 LOLATE 7 , 1 1 ; PRINT " "; 




1690 RFTURN 




1700 REM ESHOBT 




1718 ' Clearing the ni r : d tufce in sutces$ior u t L L :auss 




1/28 ' t-e tcupuler to ti*y and ERASE arrays twice! 




1738 IF ERR=32 THEN efS=1 ' if filing *rror 




dor'r prin: SAtfED/LKDE3 ett. 




1740 RESfE KEX 1 




1 7 5fl RE'URN 




1760 LOCATE 2i/4 




1773 FDR iS-aK-3 TO *%*3 




17S0 jS=iSi 




1790 IF j3i<3? THEN j*=j3+224 ELSE IF |X>2SS 




THEN )S = i?;-224 




1S30 IF : ! >. = -^. THEN PAPER liPEY 2 ELSE PcK 3:FW£R 




1318 ?R1«T CMR*JjS>; 




1323 NEXT 




1333 ** a HI*$t$lRS(*X>,2} 




1S4B LOCATE P9,K:tf aJ-slDB HEN NlHl "§"; 




1S50 PRINT at; 




I5i3 RETURN 
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Our expert solves your problems with Arnold - 



Load and save from machine -code 

I have a 664 and am currently writing u. machine code adventure 
game which uses tlie disk drive id load and save data. 

My problem is that I can find no tecluiical information 
referrring to the operation of the disk drive under machine-code. 
I have Marched for a book which will tell me how to load and save 
programs to disk, but apparently none exist. 

Can you please tell me the necessary system calls and 
parameters that must be supplied? While on the subject, is it 
possible to override the "Retry, lqmore or Cancel?" message? 
Simon Davidson 
Morpeth, Northumberland 

Amsoft produces a wonderful publication, CPC 464-664-6 126 Firm- 
ware Guide, at £199$, (Their stock code ts Soft 968,) This contains 
not only information on loading mid saving programs hut details 
every firmware routine and other useful topics. 

However, while you re waiting for it to arrive, an example of 
leading- and saving in the form of a assembly-language listing: 



Save 
OBC t 

lb s, 

U> NL 
L3 DE 
ttU 

LD HI 
LD DE 

LD BC 
LO k f 

CALL 
CALL 
RE' 
M*F 

:efs 



filet 

S333 
12 

SB CSC 

2 



; I cr uf fi .enans 
; LOS 0* H tenane 
; Lo: of 2k buffer 
;open Qu;put file 
;st5rt Of file 
; Leigtfo of file 
; expc add'ess 
jfili type 
;ssve file HAHE 
;e,ose file 



org mm 

L3 HL,NACE 

lj D£,s?eee 

tALL SBC77 

i3:.f ] 

SBC7A 



LP H, 
ML. 

C4L. 
RET 



;ctcse * 1 1* 



'FILENAME. 



FILEMAWE .BIN ' 



There are two methods open to you if you wish to disable the "Retry'' 
message. One is legal and involves calling a lorn routine - the other 
is handy little trick to know. To switch off the error message using 
the pubbshed rom call (also included in the Firmware GuidejL' 



LD HL,ERF? HESS 
CALL £BCD4 

LO k t i 

Lfr <aOOUK>,A 

L& k,lft 

R&T 3, ESS HtSSI 

RET 

=HH_MISS 

3EFB ESI 

Efrfi HtSSl 

DEFW C 

RON NUH 

OEFB a 



;ooints tc rcm-rout'TB number 

;fiid ccmard 

;saje routine Ucaticn 

;save rai nuibe- 

;A contains IFF for oil and 3 for en 



Tiie second method for controlling the error-message status is to 

poke a certain memory location: 
PDKE&B£7 8,U3- on 
POKEtHE78,ifF -off 
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Joystick dilemma 

Is it possible to buy an adapter allowing me 
to plug in two joysticks without having to pur 
chase the Amsrrad JYl'2? What in your opinion 
is the most robust, hard -wearing and reasonable 
joystick available? 
Matthew Richardson 
Twickenham, Middlesex 



Lightwave Leisure (051-639 SOSQ) sells an adapter to snit your 
needs - the Joystick Interface Cable, £11.5$. 

As for which joystick: irt issue 13 Bob tested several new ones' 
and threw in an old favourite. He concluded with the Speed King 
from Kdiiix (£129$) Still top of the list Cliris Boothman agrees. I 
tend to reach for the Phasor One by Britannia (£12.95). Jim, on the 
other hand - both hands uses the keyboard. 

Bar commands aire a problem 

I recently purchased a copy of your magazine, having received a 
present of a CPC 464. Reading the lype-ins section I noticed several 
references to RSX (resident system extension) commands. 

I visited several local bookshops in an effort to obtain a 
publication dealing with RS3£s and other aspects of the CPC such 
as rom routines, system variables and so on - no joy. 1 subsequently 
wrote to Artisoft which publishes the Complete Firmware guide - 
slili no reply. 

Can you recommend relatively inexpensive publications 
dealing with the RSX commands? 
GBody 
Redhill, Surrey 

Amsof[ can ba contacted on (0211) 22 8888 - what you need is Soil 
968 (see the reply to "Loading and Saving from Machine-Code"). 
Other useful publications are Amsirad Advanced Users Guide, 
published by Gtentep at £&$&, ISBN 1 S51S1 018 8; Advanced 
Amstrad Basic from Melbourne House, £12.95. ISBN 86161 202 7. 
A slightly more expensive hardback book is The Anatomy of the 
CPCs from First Publishing at £14.95, ISBN 09480 IS 462. 

While you search for the books here is quick rundown on how 
to introduce an RSX to the system: 

The HL register must point to a foar-byte workspace; BC 
contains the address of the USX table. A call lo location &BCD1 will 
introduce the new command to the firmware. To demonstrate this 
idea, the example below sets up the command tSELL to cause 
Arnold to emit a beep. 



ORG £?3J& 

LD HL, workspace 

LD BC, rjx.tab.e 

CALL 4&C01 

RET 

work_;pa :# 

DE-S 4 

r. s >:_t ab I e 

DEflf njn-.table 

,P bell 

nan?_ras.e 

&EE9 '3EL', 'L*+$i 

DEF3 2 

beLL 

LD *, 7 

CALL £865* 
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- nothing is too simple or complex for RpM 



Loading without 
running 

Can you tell me if There is a way to load 
binary diets into memory, without miming 
them, if they are located at addresses below 
4500? Laser Genius can do it, but runs short on 
memory space for particularly long hies. 
Rod Dun! op 
Poll ok 5 lu elds, Glasgow 

. is Basic requires memory for itself it gets rather fussy when you 
try to load a Hie below 4S00 decimal; usually spitting- out the message 
"Memory ruff'". The routine below overcomes these problems, 
allowing you to load any tile at any memory location. It is a mixture 
of Sonic and machine code. The Basic asks you to input the filename 
and location address. The machine-code doe* the actual loading 
and is located at &BF00 



i: INPUT' FILENAME '>. " ,fl«(tf9 
"LOAD ftl>0B£$5 1 ' ,*ddf 
f HOO BIBBiPGKf ttfU,* 
r\t1D3:me 8BFBF,> 

iliPOKE lEBFCI,* 
=1 TO i:faf«fUD$Cnifte$,bi 
tSFZI+b^ASCCfaS) :NEXT 
18F08:EN8 

t=£BFEe TO E8F2i:fEM> si 
t,V:.C"S"'aSl:Nin 

u rfi f n ,n f ti ,z\ f t2 ,bi ,td 
i? ,k til,**, ii r m r 7i ,ii, ii 

£c,6i,bc,5fl,f9,2S i ,it,fe,e j 
li,1J,t4,7*;bt,W ,c9 



12 


60SU8 


21 


Hp&I 


33 


IK J l~ 


43 


K*ad<l 


58 


y=add 


68 


a=LE« 


78 


FOR b 


S8 


POKE 


93 


ULl 


101? 


KJR 


ne 


P(KE 


Mt 


RETJ 


"ii 


MU 


U3 


5*1* 


153 


>M> 


163 


>*!!» 



Missing address marks? 

] am a raw beginner. I purchased Mini Office U horn you and 
although it appears io function, verification shows "Sector errors" 
and missing address marks. As I have not exploited the program 
to the full, for example, not using the printer or graphics options, I 
wonder if these errors are sufficient to affect ttte full use of this 
program, Should I leturn it? 
TJPjee 
Pexrystown, Dublin 

No. there is no need to return Mini Office II If you try verifying 
most commercial games even cetain serious software - this type 

Of error will be commonplace- The reason: to prevent piracy. The 

software house will protect a disk, usually by formatting- the disk 
in such a way that the standard operating system is incapable of 
reading it - clever programming gets round this. 

Type mismatch 

Why does my Amsrrad always give a "Type mismatch 1 " message 

when it encounters a line similar to the following: 

'50 RE\\> jiS;p1»VAU ¥ * n *at) 

I have spent hours typing in programs with such lines only to find 

them thrown back at me. Is there any way of getting round this 

problem? 

HSAziz 

Stortford, Herts 



Don't believe the computer when it says the error is in a Sue such 
as the one above. There is nothing wrong with the line - the error 
is ( usually } in data statements elsewhere in the listing. 

In the case you have shown, an error will occur when the 
program tries to read data that is not a srrtng of numbers or letters 
between A and F: the function VAL can be used only with numbers 
whether decimal, hexadecimal or binary. Decimal numbers lie 
between & an 9; hex numbers range from to 9 and then A to F; 
binary consirts only of ones and zeros. 

I suggest you look through your data statements: it is very easy 
to type a capital O rather than a or even a fullstop rather than a 



iLzerty please 

I have written a short Basic program that alters the CPC'S qwerty 
keyboard into an azeny keyboard here in Belgium it's what we 
are used to. Unfortunately when I boot CPM both the program and 
the redefined keyboard vanish, is it possible to change the qwerty 
to azerty under CPM7 

The keys to change, in normal, shift and control order; 



QVERTr 


aiert^ 


M 


qfl 


q* 


CA 


ii 


wV 


wH 


tl 


■ft 


:* 


; * 


■Ft 


A 1 forts Kerremans 




Willebroek, Belgium 





When you boot CPM it completely clears memory. Colours, key 
definitions and so on However, not ah is lost as it is possible to 
have your keyboard set to your requirements under CPM: 

Ensure that you have the files SUBMJT-COM and 
SFTXEYS.COM included on your CPM workdisk. These can be 
copied by booting your system disk and typing PIP B: = 
A : s ubnr t .eoii at the A> prompt (do the same for setkeys,com). You 
will then need to create two Ascii files one contains data 
concerning the new key definitions and the other is PROfTLESUB; 
this will automatically execute when vov boot up CPM. 

The Basic program below creates the two files in question. 
Make sure that your workdisk is in the drive, for when the program 
runs it writes the files. 



13 INPUT "Fi.enane 
28 GPENOLT at 

30 HHI LT£ fcS<>" ":ftLAD 
40 PFrINT G9,bS:WEND 
5E CLGSEOUT 
63 CP£N0lfT"PR0f:LE.SUB" 

">a pn:u-/t9 t *seU*y* "* 

60 CLOSEGUTi [N) 

90 DATA 67 N "' '97*" 

100 &m 67 S "• '65"' 

110 SAT4 59 H " ' '115'" 



1Z0 &ATA 69 $ 

133 DATA 71 N 

I DATA 71 S 

*J0 DATA 59 H 

160 MTA 59 S 

178 GATA 38 H 

138 DA~A 3a S 

19fl DA'4 29 H 

i00 UT\ 2? S 

210 OAT A " " 



'51'" 

'&7'" 

■5B* M 
'«■" 



Each data statement contains information necessary to redefine 
the keys for an azerty keyboard. The first number refers to the key 
number ($128 owners will find this list printed on the casing of their 
drives - alternatively it's ui the user manual). Next comes the key 
state: N -normal. S -shift. C- control The Hems Li single quotes tell 
SETKEYS the character that should be pruned the quotes and 



caret are used by the system For example T6S' is the Ascu number 
for A. 
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This month we really do have the recipe 
for surgery on your Quickshot! Also a 
boon for Tasworders and quite a few 



curiosities. 



Resolving the Quickshot problem 

The problem Roy Williams (Reaction 16} is having wnh his Quickshot 
2 Turbo - iiiiike that Quickshorl - also occurs with the Quickshot 
2+, This can be remedied by opening up the base of the joystick 

and discount tmy one of the spade connectors (the red one) from 
the side of rhe printed circuit board. This will also let the autofoe 
option work properly (unlike the standard Quickshot 2). 

Both Fire buttons should work as Fire 1. If you now open up 
the stem part of the joystick, the removed wire can be lengthened 
and swapped for one of the wires attached to one of the micro- 
switches: this will allow the use of both Fire buttons - one will be 
Fire I, the other Fire 2. 
C 5 Barnes 
Bangor, N Ireland 



Turbo 



Here's a quick way of setting a turbo save speed for cassette users 

(4S4 only J : 

CUL SBFF0,aBC,SeSC3 / S53E / K5Fj2l00 

Seg Gotham 

Wakefield, West Yorkshire 

tomised T as word 

Here is a hint for users of Tasword GlSS to make customised loaders 
foi the main program. Edit line 160 of the Basic loader to read: 

168 CALL t*5'4 : GCSUB ?0 : HEHORT" L-1: 
POKE 6629 f Lett margi'U 
PtfKfc 663C, right margin: 

POKE 6593, p*g« .ength: 

CALL t : COSE IN : «E«0R? t-t: 

IF PEEKCf)=195 THEN S'JP 

A number of loaders car, be set up and saved as A4, AS, etc. 
I find it much quicker to RUN "a 5" to set up for AS paper with 50 
lines than to run Taswmd. ih*?r. press Control, Return, C, Y, 60, 
Return, Return... 
DI Saunders 
Basildon, Essex 

And £%Q is bound for Basildon with thanks from Tasword typists /or 
the hcitcst tip oi the tnoiitli 
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Re-direct 

There have been countless programs to redirect the screen output 
to the printer, I thought it would make a nice change to redirect 
anything for the printer to :he screen. Well, it's different! 

1 ' R e d ; - e e t 

2 1 Stephen Gerra'd 

3 ' nast'ad Action 

10 IF lfcPt(F5E0) AND 64 THEN PRIS~"Prm:er -vat an-Line ill 
29 "dK'z S60F1,fiCJ:PO<: lBttn.fi: FOKf SBOFS^E 

5fl =1EAJ rtr 

4fl fo* t=4Btee to fieE30-iji-i 

: 5fl REM bV'*S 

. 63 P0<E l,VAL; H r-Q f Ua>;«:a t 

86 LIST f| 
Stephen Gennard 
Bamsley. Yorkshire 

Weird 

This short routine will stun and amaxe you, It will puzzle you up :o 

the eyebalis. Some of the effects are border flash, randomly defined 
Windows, Vertical printing, stippling 1 effects, 

1 ■ JLCRD 

2 ' by id Mail S~LL 

2B CLSsFOR a=1 ~3 536B 
50 a^RND*255 
40 STHBOL AfER B 
S3 5 Y W _ a ,3, a, a ,3,3,3^3/8 
66 >S1NT CHfiS(s); 
! 70 NEXT 
Adrian Sill 
Done aster, South Yorkshire 



Frightening Fastform 




t have discovered an error in the Fastform program included on 
the Christmas cassette: The BIOK format qtves 207k free only if all 
42 tracks are of that format: Sk per track, 2k for the disk menu and 
Ik for the NORM.EIN program. Total that up: 42*3 2 1 - 207. The 
program needs to reformat the first track to Data forir.ai to make U 
usable by a CPC machine, so there is in fact 202k (207 5j available 
to the user. As a result of the programming, the computer thinks it 
has the full 307k free for it to use and voices its "missing k' complaint 
with a loud elanfcng noise (which. 1 have to admit, frightened the 
life out of rne>- The way io resolve the problem is: 

1. Type in the following - do not Run; 

ie FOR t=i t3 liPMi 4A3AB+dr,&fF:F0KE 
4Ae90-dr,£2S:PQKE SAft9$*dr,{CC:PDKE 
SA89i*<Jr>.i:P0« 4A59F *d ■■ ,83E iPCKF 
4AfiA0-dr,£A:PQKE SA8A2*d> ,K52:PCKE 
4Aa«3+df ,SE5:P0KE USAl + d - ,&2E: 
dr=£<s£:rext 

2. Insert disk with the Fastfomt program into drive and types, 
ir. direct mode: 

HENOfiV f6fFf:LaAD"t$AVER I ,t7MA 

3. Now type: 

SAVE'5CRATtir,MWM'S3 
L0A3 , £CftflTtH'%S7treC 

UyE"KSAtfER%M?BeM3jM 

4. Finally erase the unwanted files: 

a$ = "*.BAK": iEm,SrsS 

b« = "SCRATCH.BIN' : iCRA^bS 

This will alteT the formatting program tso that the error will not 
occur- If the conversion program on December page 21 is used, 
the P3Kt 8fi89S+dfV*bfl needs to be changed to POKE 8A895+dr 1 i&CC. 
Robert Brooks 
Sherborne Road, Yeovil 

Whoops! 
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More minus signs 

Gavin Manning wrote in to Problem Attic 17 stating that his Amstrad 
crashes when typing in the line below with 100 minus signs where 
the dots are: 
PRINT 365-{-,.,-5> 

I have found if you arc? in mode and you use 1 rather <han 
phiht followed by one space, when using 346 minus signs the 
cassette motor starts up. Also trying his line wiih Sfl minus signs 
will give the answer 360, and 39 minus signs gives Ihe result 370. 
Odd, very odd, 

Another oddity appears when you type RE*) .TAPE.lh (464 
machines only]. Can anyone tell me where line 32511 has got to? 
Paul Page 
Solihull, W Midlands 

Please do not feed the lines 

This listing prevents two linefeeds being sent to the painter. I find 

this rather handy, for as my printer is prone to throwing in an extra 
linefeed after every line. Be careful when entering the program as 
two data items will need to be altered, depending which Amstrad 
model you own. 

It ' Last tua nwibe*5 in Ant 36 are set fo^ 6128 users. 

For 664 users tic numbers are S33, tii. 

464 omers ieed fcf£, £8?, 
Z0 ' 

39 D*~A FE,0A,37,C8,CF,1E,SS 

W WH (3,60,01 

50 FOR a=&160 TO Slif.-REAG aS; POKE d,V,U\"S ,, +s$) :NET 

63 FOR >=&3}2B TO SBI>^D:READ bSi 

PME b,VAU"8 ,l '+fc*>:N£XT 
M Burke 
Bellgreen, Coventiry 



Electronic fiddling 

You may be interested in this tip if you have more roms llian rom 
sockets and an eprom blower. 

Modify your eprom card so that pin 27 of the eprom socket (break 
any connection that this pin may have) is connected to the centre 
pole of a changeover switch, ho that it can be changed to either 
ground or 3V Copy your eproms into a 27256, one epiom into the 
lower lek and one into the upper 16k. Either o: your roms are now 
accessible by using the switch - not at the same time, of course. 
Another thing you might like to have is a simple way of using any 
siandard S i: -inch drive' on the Amstrad (well, practically any - I 
haven't yet found a drive for which this won! work). The cable from 
the Amstrad to \ha drive will need the disk-ready Sine grounded - 6. 
this can easily be done by shorting the last !wo lines together. The\i 
simple program below should be run before using the drive under * 
Amsdos, It slows the disk access rates down so that the drive can 
be used without the ready line. The drive can also be used under 
C?M 2.2 by altering the stepping rates in the Setup program. 

IB p«in""se -1 ung HSK RATES FOR 5.25-ik:h IgrVE" 
?£■ HEM=HIflE* 
31 MEMQRt U333 
ht eosus ■ ■ j 

52 FOR A=£4330 10 UP IF 
62 HEAD SiPOKE A, II I'D EXT 
73 M^fl 5fl,fl J ,i5e,fl/l75,38,5& / 1,* 

83 d\-t, l3l'/S21 J ,e^Wfl/4C(l jf lrl>4 / 8BC,S79 # S32 / IlD,8:40/823^&l8 
,S*ft/*21 y 8 r a68/*-1E/i2fl>fc1'6>S-2» # S£,i2« J ,'S6F ? fti'a>ai8^S"€f, 

93 CALL £4681 

'30 MEWORt HEJ': ML 

*20 ?EA5 D:P0KE X,0:NII(T 
'30 4ETUItN 




HACKERS 



ONLY 



The section where the CPC's darkest 
secrets are brought to light, if you 
don't understand what's written in 
this section, bad luck You'll get no 
explanation, for this is where the 
hackers hang out. 

Fust an apology. Location &A897 (the number 
of directory entries minus cue; high byte 
normally contains 63 or &3F) was missing last 
month, presumably left out at paste-up time. 

Using last month's -jiformaSon On the XPB 
I shall demonstrate how it is possible to create 
a new format I said that the XPB lies at &A39Q 
(for drive A) - [his is true undtir normal 
conditions However, it can lie in virtually" any 
position. The correcT way to test for its position 
is by peeking l he word at &BE42. 

Suppose want a format containing 10 
secioia, with i2H director/ entries (the direc- 
tory block remaining at track 0) and sector 
numbQTK slatting at &Ji. These are simple 
changes; other more complicated alterations 
could be made but it's best to walk before 
musing, Here la m outline of how this task 
could be achieved: 

The XPB must be patched: if you want 
10 sectors per Hack, the easiest way is to allot 
the number of 128-byte records (location 
&A89Q). This :s normally 36, and 36 divided 
by the number of records per track (which is 
4 location &AftASj gives 3 - the number Of 
sectors per track {location &A5AQ). Changing 



the number of 138-byre records from 36 to 40 
will give us 1(1 sectors per track. 

So far we have patched locanoTi* &A99D 
to read 40 and &ABAQ to read 10. To alter the 
sector numbers used, location &AE&F must be 
patched (this contains the first sector number) 
to read &7\. As 123 directory entries are 
required locanon &A897 must read IS?. The 
:inal alteration is to location &A8A8 (to read 
&FF; ; which teQe the operating system that the 
XPB ts being patched, preventing it from 
automatically selecting a standard formal. 

This assembly listing demonstrates how 
a single track (\r rlus case track 0) can be 
formatted to the new specification: 

eg SSEEB 




call 
{all 
Call 

call 
re: 



f i^d routinas 
seiect.:ne forwji 

satch.XPB 
fonat t-h* T'sck 



*'Drmflt_the_:rai:k 

Id hi, reader information 

Id de,& 

rst 3,fft-Bat._;ri;it1 

ret 

paln.XPB 
Id (hl),4( 

ItJ CS,7 

a d d h L , c * 
Id Chi), 127 
Id de,E 
add hl,de 
td (hl),£?1 
i n c hi 
. c ( h i ) , 1 1 
sec p . ,de 



rtW 



Ld :hU,SFF 

ret 

ie Lea tne * or mac 

id s,KCl 

rst J^eLiCt.torTat * 

re: 

f i iid- routines 

Id hi, select 'omar 

Id CseCect fer«at1)./-M 
Ic fFl,1or«flt_tfBc| 
ca., Sbtdi 
td (format fracltJ3^st 

re: 

select, fcctra: 
ce 4 b 483 
se.es:_fcrt»at1 
ceb fl,0 f 7 
'crtfiaT-tracrc 
ce^h US 
'ciira: t rack 1 
deffc 0,0,/ 

header inforsrst-pn 

^e- a,a,a,*7i 

deis &,a,2,ft?6 
defs 3,a,2,&?2 
defa 3,3 ,2,&77 
defa a,a,2,i7J 
deft 3/3 / 2 J S'/'£ 
def 3 aj,2,S7^ 
det3 U,0 / 2 / a79 
defs 3,-3,2, &75 
defa 9,3,2,a?a 

When you come to use thus rouiuie a loop 

v. iJ. .i=ve to be u ....titd anabhng ail the tracks 

to be formatted. Don't forget that when you 
wish to read or write to this new rorrfiat ths 
XPE will have to be patched. RpM 



SERIOUS SOFTWARE 



If loading programs from cassette puts you to steep and 
even disk makes your thumbs twiddle, then what you 
need is your software on rom. Or maybe it's not speed 
you want, Perhaps seeing yards of ribbon cable with a 
black box attached gets you going. Whether you like 
plugging things in or speeding things up roms and 
rom boards are the order of the day. 

Confused? Here is a list of common terminology 
when using multM egged silicon creatures and their rest- 
ing grounds, And a new romboard and an eprom pro- 
grammer are reviewed in depth. 



ram 

This stands for random-access memory. ,F Read-write memory" might 
be a better name, but you couldn't pronounce the acronym,. 64k of 

i[ is resident inside Arnold - plus in the 6138 a second bank of 64k. 
The computer can read or alter data held in rom. The Amstrad's 
ram is known as dynamic ram; this means that tiny electrical pulses 
must be sent to it every few nan o -seconds it k is to retain its data. 
Another form, static ram, does nol need this constant refreshing. 
Sialic ram is not very much used in today's computers mainly 
because it's so expensive, 

rom 

Read-only memory. Data, once written, can be neither erased or 
rewritten. Your CPC contains a rom; a 32k rom which acts, due to 
some address-h'ddling by Amstrad. as two separate 16k roms. They 
are known as the upper and lower roms and contain Locomotive 
Basic and the operating system. 

The term sideways probably comes from memory maps drawn 
with roms such as Protexi or Maxam bolted alongside locations 
&CO0O to &FFFF> This is where Basic usually lives, but at a simple 
command any of the other roms can shift across into action like the 
substitute in a football team, 

eprom 

Erasable programmable read-only memory, An eprom can be 
"blown" or programmed using an eprom blower (see below). It can 
also be erased using ultraviolet light - and that's the main reason 
for the stickers you so regularly see covering their "window': 
protection against ultraviolet radiation from the sun. Eprorns can be 
blown and erased several times; after four erasures they may 
become unreliable. 

There are two common eprom types used on the CPC 
machines: 2764s and 27128s, These can hold 8k and 16k of data 
respectively, 

e eprom 

Electrically erasable programmable ,., An eprom that can be erased 
with electricity rather than ultraviolet 

prom 

You may encounter this word during your travels through Computer 
books: simply a programmable read-only memory. Once written 
with data it can not be erased, 

romboard 

Amstrad envisaged that 64k of ram and 32k of rom would be a 
limitation for some users, so it was made possible to extend the 
CPC's memory with sideways ram and roms (or eprorns). These 
creatures reside on special circuit -boards called romboards, usually 
dangling from a ribbon cable at the back of the keyboard* 

During the computers life a multitude of romboards have 
become available. Most offer similar features, but there are notable 
exceptions shining above the crowd. For instance. RA 10 reviewed 
the Rombo, from Rombo Productions, offering eight sockets and 
dip-switches to select them easily. As a shining example we review 
Super Romplue from Britannia Software on these two pages, 

eprom blower 

A hardware device with which you can transfer your own software 

to rom. John Morrison's eprom programmer, fd example [See 
review). 
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Roms, romboards and eprom software; 

R Monteiro rams them in to see how 

they work 




eprom eraser 

These devices come in a variety ol shapes and sizes - not to mention 
costs. They erase data on eprorns by directing high intensity 
ultraviolet light through the Utile windows On value for money, the 
Uvipac eprom eraser from Solidisk is as good as any Retailing at 
£20 it can erase up to three roms at a go it's rather like putting 
them in a little solarium oven and closing the door for IS minutes. 

Amstrad rom types 

There are three main rom types on the Amstrad: foreground, 
background and extension. Up to 25£ roms can be added to your 
system - but f am hard pushed to (and IS useful ones. 

Each rom must be given a number, The internal la^pic rom 
normally has slot sero and by default takes over the machme. Other 
foreground roms can be given any number, and called when you 
want them to take over, If another rom, a different language possibly, 
sits in slot zero \\ will bypass Basic and lake over the machine on 
switch-on. 

It is even, acceptable to have 64k of homogeneous foreground 
program by using tout J'ik ron.M tilt extra 1Jim ■<■ are r^lkid 
extension roms, 

Background roms can be called into action on a temporary 
basis to support a foreground routine. A ulility such as Utopia is a 
gocd e;sampie k its offerings typically in the form of bar commands 
or RSXa. Background roms in the 464 must be given numbers in the 
range 1 to 7. The 664 and SI 28 machines can have numbers from 1 
to IS - for ihe reason see the Britannia review. 






SERIOUS SOFTWARE 



Eprom Programmer 

John Morrison. £36.95 

This is the only advertised t; prom blower for the Amstrad machines 
at present. Available in kit form al £6-75 less than she full asking 
price, i\ is possibly an item Of minority inleresr, 

It appears in a sickly brown case with equally distasteful green 
edge-connector. The only thing preventing you from throwing a in 
the bin, mistaking it for a bit of Lego left over from your childhood, 
is the 23-pin DIL {dual in-line) connector lying Oat against one side. 

The DIL socket is a major flaw in design. Pressing an apron* 
ir.io the socket ar,d then prying ii out with a screwdriver puts a lot 
of strain on its legs - many get weak., bent and broken. To overcome 
this problem I did what John Morrison ought to have done. I added 
a ZJF {aero insertion force) socket - cost tne about £5, but he could 
have got it at bulk rate and done without the DIL With the ZIF you 
just open a UnJe lever to release the eprom. 

The software to bio* your eprom is supplied on cassette but 
easily transfers *o disk. It has options to read and write 8k or lGk 
roms. or program single locations and blocks. Once programming 
has finished, the software mil verify the rom to check that everything 
went according to plan. 

There is an editor with which you can alter any byte before 
blowing the eprom. Or complete lorn-files can be loaded into the 
editor - once loaded they can be blown. 

The accompanying manual - several photocopied sheets - 
assumes yon have a very good knowledge of assembler and how 
the Amstrad operating system works. This is not for the iaint of 
heart. Included in the documentation is a small "If all alsp fails" 



Super R ampins 

Britannia Software Ltd, £39,95 

You may feel there are enough rombcards around to fill your 
wardrobe and thai a new one would jus| add to the pile wttnoul 
much noise. Howevar, Britannia's hoard Nils an annoying gap in this 
type of lechnojogy. ft comes wtlh a iom already installed and is 
reasonably priced. 

Super Romplus ("plus" is by now a rather Hied buzzword in 
computer-talk) comes cased in a grey plastic box perfectly 
matching Arnold's colour scheme. A plug dangles Irorr, a ribbon 
cable and fits ihe edge-connector on the back of any of the CPC 
machine!;, A further edge-connector ;uts from the left of the board. 
Kow, this causes some problems if you have a 464 and need this 
connector tor disk drives: you will either have to placa your drives 
to the left of Arnold upside-down, plug together a conglomeration 
of add-ons till you car position your drives sensibly. Ot have the 
drives standing upright in front of your keyboard. No position is 
ideal, but with fiddling you can set it up satisfactorily. 

A single screw holds down the Sid. Under u are 15 rom sockets. 
One of these is already occupied by ARCS (auto-rom control 
system). The rom sockets are numbered 1 to 13. Great, but you can t 
have a iom zero. "What's the big deal?" you may say Well, plenty 
if you want a foreground torn to take complete control of the 
maclune whenever you power up. This could be a language other 
than Basic or a utility such nx an assembler. 

Any of the CPCs can have IS roms on the board This was 
previously impossible on the 464 due to Amstrad's great wisdom. 
Way back when the 464 first breathed. Amstrad thought seven 
background roms would satisfy anyone, The 464's firmware checks 
only for n maximum of seven background roms (foreground roms 
can number up to 392, though), Britannia has rewritten that part of 
the Firmware; it's all present in ARCS. Pyrhaps if you tickle Britannia 
under tlte dun she may sell you a copy of ARCS to use with another 
make of roniboard But * doubt whether you could get a setup quite 
as cheaply as Super Romplus, 

Switching on your machine with Romplus inserted means ARCS 
takes control not that it's a foreground rom. nind. Confused? 

During start-up. switch- on, morning- orne or whatever you call 
it, Arnold will initialise all roms. The roms themselves have their 
Own initialisation routines Which among other things display 
copyright messages and if necessary reserve some memory. During 
Uus period ARCS will Force itself to take control, popping up with 
a display of all on-boaid roms: background, foreground or exten- 
sion Trom here you can switch on or off required roms, enter Basic 



section which is worth Viewing when things don't and they won't 
- work, 

After reading through several advanced Amstrad program- 
ming books, ruirung several dozer epromS and overdosing on coffee 
I managed to program an epzom successfully, If the Morrison eprom 
programmer was 3 little more user-friendly, contained a manual 
laking you step by step through each procedure and looked sbghity 
more presentable, I would have no doubt in recommending it. But 
as it stands, only users with fluency in code and warped minds 
should attempt ro tame this beast. It's by no means an exceptional 
product bui it carries out without too many glitches what it was set 
to do. 



GOOD NEWS 


BAD HEWS 


■ Can transfer software to 


■ DIL socket damages 


eprom. 


e proms without 


■ Software enables single- 


consistent care. 


location or block 


■ Eprom programmer 


programming. 


doesn't took much for £37. 


■ Inbuilt editor lets you 


■ Very user-unfriendly. 


customis* your roms. 






or allow any other foreground rom to take control 

One particularly nice feature with the ARCS system s that 
background and foreground roms can be inserted into any position 
on die board If thai doesn't gel your blood surging, you can always 
call up a graphical representation of Kornplus showing where the 
coma are fitted. You can even catalogue files, display a list Of all 
ARCS bar-commands or perform functions on sideways ram. 

Sideways ram chips are extremely handy to have on a rom- 
hoard. You can load binary files into them and use them as roms 
a necessity when writing your own ron software. 

On entering Basic from ARCS you will find a bag of useful 
bai-commands; !rEL B displays all roms along with the:r version 
number and type, : UPLOAD, fa, a toads a binary file I r ; uuu turn 
unit c, iBLFFEfl, n f , . .. ,»4 will let you use up to four of your 
aideways-ram units as a printer buffer. H you own an Epson- 
compatible printer you're in for a treat Britannia has included 
Several RSXs that give you easy access to your printer's control 
codes: iBCLD, itONDEhSED, : ELITE and ITALIC are a few. 

The Super ftompte romboard (tongue-twjsuig besides) is 
excellent m terms of rom control and pasiiirming, value for money 
and usefulness. It Will most certainly become a prominent feature 
on my Amstrad - even though my disk drives are on edge. AA 



GOOD NEWS 


BAD NEWS 


■ 15 roms can be inserted 


■ Through-connector 


even on the 464. 


awkwardly situated for 


■ ARCS gives you wonderful 


464 with disk drive. 


control over your roms. 


■ No zero rom socket. 


■ Rum is can !"• positioned 




anywhere on the board. 




■ Sideways ram can be used 




and manipulated, 




■ Bonus RSX commands. 





AMSTRAD ACTION 29 



SERIOUS SOFTWARE 



At last AtLast 

Richard Monterio, at last, unveils the Database Manager 



Database Manager (AtLast) 

Advance PromotiomRatiortdl Solutions, £25,95 disk - 6i2iJ only 

What is a database? What use is a database? Does (be ward 
database send a tremor down your spme? Does the Database 
Manager live up to its claims 7 AtLast the truth! 

Consider your telephone book, It has indexed pages labels 
naming from A to Z. If you wished to find Marcel Marceau's phone 
number you would go toraight to M r bypassing the letters A to L 
completely A consequence of this is saved time Just think how 
long you would spend scanning each page until you came to Mr 
Marceau s phone number. A database performs the same operation 
as you would when searclung for a phone njmber - ;,i^rt much faster. 
It is an electronic index book. 

If you wish to search throuqh only 50 phone numbers 

then a database won't be of much use. 

if on Jhe other hand you 

need to store 

several 
thou- 
sand 
address* 
es (which 
will include 
postcode, 
name and 
telephone 
number) or 
:he ti Jes of all 
your records 
(including band 
name, songs on 
the album and 
so on) then a 
database wins 
lands down: a 
database is extre- 
mely good at 
searching lapidly 
for an item, sorting 
data and producing 
primed lists and 
summaries. 

Attest, available 

only for the 61S8. 

runs within the CPM 

Plus operating system, 

This can b« off-put! inq 

.is CPM is not the i licit 

halpfui or ever, most user- 

Jrirmdly system known to 

man, However, licking 

through ihe firm few pages 

of the tjQ-pago manual puts 

you at ease. I;s friendly, 

chatty style will soon remove 

any fear of Lite CPM envtronm* 

em (BDOSophobia?). Everything 

horn inserting your system disk 

into drive A to creating a work 

disk is explained concisely and ir. 

layman's terms. 

To use Attest for a particular task entails designing at least 

one form You will also have io specify the type of information thai 

is io be held - whether strings of characters or numeric data. 

Consider an address book. It will have headings for Kama, Address, 

Telephone Number and so or.. Attest cannot be used until you have 

decided how to arrange the inforriatior. you are going to store. 

Databases such as AtLast are split into records which can be 




'it-it '*"' 



thought of as a screenful of information - analogous to a single card 
in the conventional card uidt?x box. A field is akin to one line or 
the card, lor example the postcode of an address or the author in 
a library catalogue system. 

AtLast s specification list is impressive: A record may contain 
up to 20 fields, but each field can have up to 93 elements. For 
example, a five-line address could be stored in a single field using 
only five elements* Each field (or element) may hold up to 79 
characters. You can create as many forms as you desire. The 
capacity of each form is roughly 1000 characters or 140 field 
markers. As you can see, very large amounts of data can be held 
- in tact, file size is limited only by free space on the disk. 

Options are normally chosen from a menu, with single 
keystrokes. *This greatly speeds up movement through the database 
and makes life much easier. When defining a file you con choose 
from nine types of field - fancy effects applied to the usual character 
or numeric data For example, characters can be automatically 
converted to upper-case and numerals can have fixed decimal 
points. 

An index has two purposes. First, it provides a means to search, 
and obtain rapid access to. an individual record according to its 
indexed fields. Second, it provides an ordering for scanning or 
listing records, AtLast can have up to five indices other than the 
standard record number. Tlie record number is not really practical 
for searching because, except in a. very small file, you could never 
rnmember all tha record numbers. 

The indexing systems can be alphabet teal or numerical and 
can act on any item within the file. Surnames, for example, could 
be sorted alphabetically or. if your entries are dated, numerically. 
Some databases require Ides to be re-sorted whenever ihe index 
needs updating not so wuh Attest, which always keeps its own 
jndicps ap to date- 
To browse through or edit any data within your file is simple. 
You will be asked which form needs to be attacked- Then you must 
choose the index type and enter a single character. AtLast will 
rapidly display the first record containing the selected character. 
From hero you can edit the data, print it, or move backwards or 
forwards searching other records. 

Once all the records are entered to your satisfaction, you'll 
probably want some form of printed List To produce a list you will 
n«ed to define a new layout suitable to send to the printer and 
this need be done only once. While defining the new format you 
can select which fields you warn on your hat and the order in which 
they aro to appear. 

For £30 you won't find a more powerful database; AtLagt boasts 
powerful functions normally found on £100+ databases. It you're 
new to the world of hies, holds and records (hen Attest Ea the ideal 
way to be introduced. The manual is light reading for the beginner, 
but rather a chore if you're an advanced user wanting reference 
material - a handy summary card could have been provided, 

AtLast can store and manipulate large amounts of data with 
ease and present results equally impressively. AH the operations 
you would expect on a database are present. The only, major, 
missing feature is calculated fields, AA 

Advance Software Promotions Ltd E »i"ti 41 2441 
17 Su^c fjr Harlcw. b*c* CMlfl 7LX 



GOOD NEWS 


BAD MEWS 


■ Excellent database to start 


■ Arithmetic calculations not 


on. 


possible on fields. 


■ Screen editing features are 


■ Manual needs a reference 


impressive. 


section. 


■ Several indices are possible. 




■ File size restricted only by 




size of disk. 




■ Beginners will find manual 




readable. 
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HARDBALL and TAPPER 




Hardball Soft 06063/07063 (Keyboard or Joystick) 



Tapper Soft. 96607/07007 {Keyboard or Joystick) 



Hardball puts you in the field as both player 
and manager with control of physical play 
and strategic decisions, testing your split 
second reactions and your planned 
approach to the game. 



You are the frenzied bartender trying to 
keep the never ending flow of thirsty 
customers well watered. There's the Old 
West Saloon, the Jock Bar, the Punk Rock 
Bar and the Space Bar. Keep the sodas 
coming, but not too fast. 



Order your copies now 

at only £9.95 on tape 

and £13.95 on disc 

Available from good Amatrad computer stockists. 

Or send coupon to Marketing Bept, Amstrad, 

Brentwood House, 169 King's Road, 

Brentwood. Essex. CM14 4EF. 



AMSTRAD 



Brentwood House, 169 King's Road, Brentwood 
Essex, CM 14 4EF. Tel, 0277 230222 



rS«Td ewpon to: IVlartwtirM Ue|)t. Arnsfld Ccnsunur EmttroniuK Pit;, Bf wilwoud House, 
I-ea Kings Road , Brentwood, Ease*, CM 1 4 4FF 

I 



Name ... 
Address 



I 



HARDBALL 
TAPE (080631 

TAPPER 

TAPE (O60O7J 



rVwi VWVQ r-+^**I*6+f ■***!*( + ( H-* J f*M-l+ I OU PlY*- 



HARDBALL 

DISC (070631 

TAPPER 

DISC (07007) 



fPLEASE DQNQTSENDANYMONEY WiTH THIS COi tP(W> 



AAv 




TURN YOUR MONITOR 
INTO A COLOUR TV. 
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NOW YOU CAN USE YOUR MONITOR FOR BOTH COMPUTING AND WATCHING TELEVISION 



Empbytng the latest chip technology the 

DKTronicb receiver will convert your CPC 
monitor into a high quality television sei 
g ving crystal dear pictures on all four 
channels. 



HOW TO ORDER I 

DK'Tronics products are av£ table in .ili good 
computer stores or may be obtained direct 
by telephoni'og and quotiiq your Barclaycard 
or Access number 



£69.95 including VAT 



POWER BEHIND YOUR AMSTRAD 



CK' ! ronics Limited ■ Gorloston. Great Yarmouth, Norfolk NRSl 6BE Phone 0493 £ 2926 (24 hours) Telex 97S408 



SERIOUS SOFTWARE 



8k buffer kit a™ dmp 2000 at 3000 j 

Goldmark System*, £5,50 

Do you COulit the Cracks in your ceiling while waiting for a document 
to print? If you own an Amstrad DMP 2000 or MOO printer then you 
certainly wiil kr.Ow what I mean. The buffer contained in these 
printers is veiy small, 

A print-buffer is an area of memory built into The printer where 
[ext is stored while waiting to be printed - handy because the 
computer always sends text to the printer much faster Thar the 
printer can get ii onio the page. With a large enough print -buffer, 
the computer can send data to it and get on with other, more 
important, tasks, 

Tha print* buffer comes in the form of a Kt.-itic ram. The DMP 
printers contain a 2k ram. Most of it is taken up by the printer's 
operating system, leaving you with approximately 0.6k to play wi'.h. 
When you consider a page of text is- roughly equivalent to 1.5k, you 
realise ; why you wait such a long time for control to return to the 
computer, 

With Gokhnarks '.ipgrade kit you can increase the 2k ram to 
a more sensible 8k. Of course the printer's operating system will 
still use l.tik, but 7.5k (roughly five pages qI leit) should be enough 
for youi requirements. 

If you're not too concerned at the prospect of undoing a few 
screws or possibly dipping your firtgers into solder, you should 
have no trouhSe with the upgrade kit. flll instructions arH detailed 
on a single sheet of paper - so simple that even my mother could 
follow them. Don't panic if you have never picked up s. soldering 
iron or read instructions before ;n your life; if you lake your printer 
and the upgrade kit to a local TV repairman, he should be able to 
knock it into shape within ten minutes, 

Once the printer's casing has been opened {by taking several 
screws from underneath the printer) you must discern which primer 
version you have. There are three types - two involve a drop o£ 
solder, and ihe other entails repositioning a link. That's it. apart from 
having to take out the 2k static ram and replace it with the supplied 
Rk one. 

The buffer upgrade kit is cheap, easily installed and has clear 
pictorial instructions. It will considerably decrease time spero 
growing a beard. 



GOOD 



NEWS 



Cuts waiting for computer 
to accept further input. 
Cheap: only £5 50. 
Simple to fit. 



■ Takes ten minutes of your 
time to install. 



GoldiTuirk System* ©(070731 71635 
31 Comal fid, Hatfield, Hans. ALIO OSY 



Print Master 

Sir on Software. £12.99 disk only 

Print Master wJl let you print shaded dumps from your screen in 
a multitude of sizes, print text in a variety of shapes and sizes, even 

design fonts to send to the printer. As its name implies it is a 
comptets printing enhancment package - for Epson- compatible 
printers only (such as the DMP 2000). 

There are four separate programs on the disk: Ascprinl, 
Printer, U:il and Designer. Included too are several predefined 
character fonts. Siren seems to think that everyone owns a disk 
system, which is a shame; if you use cassette I'm afraid you'll miss 
out on dome marvelous utilities. 

Ascprint prints a document or file in "quality print" plain 
English for the more familiar term, NLQ. Near letter quality is the 
closasr thing a doi-matrix printer can get to the quality ejected 
(or d business letter from a good typewriter. 

There are a few disappointing aspects to Ascprim though: the 
his must be under 300 lines and It must be present on the Pimt 
Master disk. These quirks are more ihan made up for by the rest 
Of the program which gives exceptional con'roi over what can be 
printed. 



PRINT 
POWER 

Richard Monteiro test-drives two products 
designed to make the printed word mightier 



If, during printing, Ascprim encounters a bar symbol ( I ) it will 
expeel a command from this ust: 

: I H V Eft t causes text to be printed white on black rather than black 
on white, 
J 1 %t,-$ - text can be printed in a variety of sizes determined by 
.-■; 2 for default size, 1 foi double width arid for quadruple width. 
. J I MF underlines ifl*1 

: F3HT, f i iepa&e ioads ui a character font called f * fc^ae and then 
prints in the n*iw styte. Trc»"iHii»mi 

iPWE causes a page break. 

■ SCREEN, r ? \srisf:« loads a screen from disk into the computer and 
dumps it to the printer 

.INPUT waits for text to be input from the keyboard, inserts il in the 
current line and sends it lo the printer. 

The following program, Printer, adds four new commands to 
Basic in the form of RSXs Resident system extensions -bar 
commands). These include iSliE, s and tJUYERT and iULHE as 
above The fourth command is t PRINT (someone obviously likes 
using Spectrum commands J. With this one you can send a string or 
character to the printer 

*i-"t m goi - prtMif"; LPRtM , aaf 

TJtil also adds new commands 10 Basic. Th? time there are 
five extra commands 

D L " : dumps the screen to the printer, regardless of mode 

CDutf* dumps any character to the printer. 

MUMP dumps a Mode screen to the printer, using )6 shades 
.flUTFON Initialises a 16k interrupt driven printer buffer.: On a 6123 
this is taken from the extra bank of 64k, Users of the 464 and 664 
have to avoid using memory locations &400Q to &6000, which will 
be taken up by the buffer, 

BUFDM switches off the printer buffer, 

The last oE the four programs on the Plant Master disk is 
Designer As the namo suggests, it- allows you to design character 
fonts which can be sent lb the printer. You can alter any 
supplied - which have some laihcr interesting names like Chicago. 
City and Flash Or you can design, from Scratch, an original font- 
Overall Prim Master is a very nicely presented package with 
exceptional printing functions. In both ease of use and nme-savmg, 
this package scores. If you own a printer, this utility will sliow what 
it is really capable of. AA 



GOOD MEWS 
■ Text can be printed in a 


BAD NEWS 


■ Disk wily. 


variety of sizes. 


■ File can be only 300 tines 


■ Dumps are of high quality. 


long when using Ascprint 


■ Simple to redesign 


option. 


characters and send them 




to the printer. 




■ Nicely executed printer- 




buffer thrown in. 





Siren Software <S W. 818 §333 

Trafford Technology Ceiwre, 43 El&nore Rd. Manchester, MIS OWG 
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SPECIAL 



Survival guide to the 
software jungle 

We get many letters from readers asking how to get started in the software business. In this feature, production 
editor Jim Nagel reviews a new book on the subject and talks to four old hands about their very different routes to 
success. One originates games, one converts, one produces serious software and one specializes in mail-order. 




Seven years of Siren 

Writing machine- code since age ]3; taught 
himself from books. Started doing original 
Spectrum games for Hcwhor, then fullume 
with Lulhloiien, Terminal. Ocear,, converting 
games for (he Amslrad. Left to set up own 
business in his bedroom, .selling his tape-to- 
disk transfer utility. 

Meet Simon Cobb of Siren Software, now 
"quite an experienced businessman, I sup- 
pose.'" ut aue 2D. He sells to al] Corners of the 
glabe ar.d employs four staif, including a 
fulttime programmer - and 'Td better giva a 
mention In me mum, who does at) the book- 
work." Moved out of the bedroom, a long time 
ago to lust. span, offices two miles from 
Manchester uity centre. 

Simon 'a Discovery, the tape-to-disk util- 
ity, got "an excellent review in AA, and this 
contributed to the success of Siren. Things 
started taking off after the first Arnstrad show 
in London" The show led 10 an introduction 
to Harry Powney. who wrote MasiercLsk and 
then Handyman on a royalty deal with Siren. 
Meeting Tim Kay at Anwnc - the Arnstrad 
Northwest User Club - led to setting up Silicon 
Systems ae a joint venture selling 3- inch 
Amdnvc disk drives and. the new SVinch 
Megadrive. 

'Most of our programmers are surprised 
at how well things sefl," said Simon, "We 
always give a substantial advance," which is 
aoun paid off against regular monthly royalties. 

To anyone waning off in lite software 
business he offers this advice; "Make sure you 
get a good contract, checked over by a 
solicitor. Ar.d if a company is really interested 
in your software, ii should show its; faith by 
giving an advance. There arc so many cow- 
boys and ripoffs in this business." 

Wtth most of Siren's products, either 
Simon and company write a specification and 
look for a programmer to write it, or else a 
programmer comes to Siren with an Idea. Or 
it could be electronic contact: Discovery Plus 
Is Siren's best- seller, yet Simon has never met 
the programmer except over the phone. 

'We try to keep our programmers busy: 
once they finish one product we start them on 
something else," Printmamej is the latest 
release, and as usual Siren aims to launch a 
new product at the next show. But "as a 
programmer myself I can appreciate, more 
than soma, how long it takes to do a job. And 
T otyuriae my own ad budget, so I know that 
advertising it before it's ready is just money 
down the swannaa," 

Another new line for Siren is importing 
-so Ft ware From abroad, particularly French 
utilities. "The French market without a doubt 
is really catching up. Within six months they're 
going to be on our par if not beating us at our 
own game." 
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Running a business takes more time than 
Simon would have imagined. He prefers pro- 
gramming, "It's just a shame that 1 haven't any 
time to write any software myself."* 

Golden rule 
for mail-order 

Mail-Oidei is the name ol the game for Brian 
iterton, who has run Goldmaric Systems from 
home since March 196G. Software is still not a 
full-time thing for him. although he is self- 
employed: his main business is domestic-ap- 
pliance repairs- He origiraily bought a compu- 
ter to keep track of spare parts he carries on 
the van. 

I read (he Which? report on the Arnstrad 
464 and the next day 1 went out ana bought 
one." He tried a number of stock- control 
packages and found many had bugs. John 
Campbell of Masterfite fame helped Brian our 
of many a Snag. 

Brian follows* Campbell Systems' example 
himself: he runs a helpline weekday evenings 
between 6 and 9 and on Saturdays for people 
having trouble transferring tapes to disk using 
Goldmark utilities such as Speedtrsns - which 
has sold 1 ,000 copies since last April. There's 
a worldwide club of Goldmark use:?, and 
"because of what the club members wanted, 
we started doing odds and sods in the way of 
software" - romboards, roms, business soft- 
ware and games. 

Immediate turnaround is the Goldmark 
golden rule in running a mail-oidei business, 
Brian says, "If something comes in in the 
morning, shove the bit in the package and gat 
it out by noon, With mail, people already have 
a delay built in, so never leave somebody's 
Order sitting around. We actually take our stuff 
to the post office and hard :t to the peopie 
behind the counter. We use ihe little local post 
nfhee: the people there rely on you to keep 
themselves in business and are specially 
helpful " 

To avoid legal pitfalls he uses the CPO's 
certificate of posting for inland ordinary par- 
cels - gets them by the bookful and insures 
overseas packets. "If anything goes astray you 
as the sender are liable Jot it." 

Another Goldmark ruie when developing 
new software; Tin not putting anything on the 
market until it's actually running properly. Not 
any advertising rill then, or I get all the hassle 
of people ringing up, sending their money. 
Unlike Pagemater" 

What about making a living from mail- 
order? "You'd have to be a prolific writer of 
software. There'* no way a beginner with one 
or two products io sell could live from it. All 
the profit would have to go back into the 
business It would probably take five years to 
get yourself self-supporting." Large profit 



margins are available only in business soft- 
ware, not with games 'because there's a 
cutthroat shop scene out there.*' 

■ Hearing of kilosales for Speedirons chuffed 
our RpM. Even though he sold it to Guklhiark 
for £70. "I don't have any regrets;. I Under- 
estimated What I wrote, but I jusl did it as an 

enthusiast. It was only haJf-an-hour's work." 



Grand fun 
converting Pendown 

You have to do it the hard way once." That's 
Sieve Grand's philosophical view after con- 
verting lire word -processor flendowri from the 
Beeb to the Arnstrad and the RML computer 

He accepted the 10b - lus first big 
roftware cor, tract since he quit teaching - after 
estimating it would take nun 350 programming 
hours. That was 12 months ago! 

"The hard thing if you're asked to quote 
for a lob," said Steve, "is trying to weigh up 
the amount of work against what they are 
prepared to pay. Ask lor loo much and you 
get no job; ask for 100 little and you sell 
yourself short. You never know if ihey will say 
no to a ridiculous fee. I suspect that publishers 
underestimate the amount of time involved." 
A good formula for calculating the time need- 
ed for a programming job: make a careful 
estimate and then multiply by four. 

Steve's actual programming hours on 
Pcndowti totalled about GOO. The main clog- 
ging factor in the year's total was field-testing. 
His estimate also went wrong in assuming 
CPM would ba mora portable - bui a word- 
processor involves much screen-handling, 
which varies so much from one machine to 
another that CPM proved "too thick". 

So the CI 200 lump sum he quoted Logo- 
tron for the job was only about a quarter of 
what he now wishes he'd asked. Still, "on the 
whole it's all been good fun," It was a first job 
and it has gotten him known in the market. 

He asked Logotron for advances m 
stages during the project "just to make them 
take the same risks." That's advice he'd urge 
on anyone doing free-lance programming for 
any company, especially in the games market. 
Tom never know if you're going to be drop- 
ped. Tf they won't pay (reasonable advances) 
don't work for them." 

Education, in contrast to games, is quite 
an honest market, and a lot of his arrangement 
with Logoiroji was loose and vague rather than 
contracts. The job came Steve's way through 
his friend Peter Hunter, the Somerset teacher 
who wrote the original P&ifdown and sold it 
to Logouon. The main disadvantage of the 
friendly looseness was "not knowing in ad- 
vance when the end had come. It's your 
responsibility to put bugs right, but not so easy 



SPECIAL 



to deGne when it becomes an extension So ths 
program so that you're improving rather than 
mending." 

Steve's main Amsirad too] for this job was 
Maxam. Although it's the best available he 
rniised maczoE and the abiiity Lo work with 
horary modules. He'd prefer to leave most of 
The program assembled and just tack tuts on 
as he develops them, rather tfmr. always hav- 
ing to reassemble look or soureeeode. if 
you're going to do this sort of job more than 
once, you've got eg work on a bigger machine, 
even if volt target is the Amsirad." The PC 
would ce about the minimum system - there 
he could use program my languages like C 
Loqoirou in his case supplied the equipment 
he needed, "II you have to find thai yourself 
:t'a a k>: of money.*' 

Sieve's final advice for other free-lance 
programmers! Watch the laxman. If dc-mg 
software- on a regular basis, become sel:- 
fiiTijjloy«d iather than calling it Casual earn- 
ings: many expenses can be claimed aga.rsr 
tax to cut overheads. 

"It's not the sort of game you'd want to 
do if you have no other means of support." 
What's his? 'My wife." 

■ See full review of Pendown in A A 19, 
demo in special-offer pages this month 

Jones: coding 
up a gamestorm 

StoimbnngzT is m die works now from pro- 
grammer David Jones author of Mastertronc's 
best-selling Kkight Tyme series. The new 
game will complete a trilogy. 

David, now 27. taught himself Basic On 
an old Video Genie back in 1&73 and soon 
found he could cape wnh machine code as 
well, h was a hobby until IsWft when he was 
made redundant from his quantity' surveying 
job. He got onto the emerprise-aljowjuice 



scheme, set himself up as a freelance pro- 
grammer and hasn't looked back. But the first 
year was pretty rough. Trying to se: up 
distributor, was worst "We got involved w;th 
Prism, and Prism went bust - guiie a blow,*' 

Finders Keepeis was one of iho oarly 
projects. 'We intended to sell if ourselves, 
organize (tstribnt&rs and do the advertising 
ourselves. But it's no; easy. You have problems 
getting ncticad by distributors 'or starts they 
want to deal orjy with large quantities." So he 
finally Tf>rjk die half-fiiLshed game and showed 
it la Ocesr.: "You finish it and we'll look at it 
again." He went to MastertroniC: "You Finish it 
and we'll definitely sell it.™ 

He's dealt only with MasterrroTuc ever 
satge 'It's a good Company, They help get 
finished And they'll help supply 
support lounnes for an interesting idea." Mast- 
enronie. however, unlike some software pub- 
lishers, pays freelancers no money up front 
during the development stage - .so if this is 
your firs! project, you won't see any cash for 
a fair wide. The first advance against royalties 
comes when she finished master Copy is 
handed over. Royalties - a percentage of sales 
- are still comirg io David every three months 
since Finders Keepers hit lhe street* :n January 
19B5. The game has sold 280.000 copies for all 
makes of computer. 

How does David go aboin creating a new 
g&me* 

First he looks around to see if other 
games already exist with a similar concept. 
He does a fair number of sketches a; the 
beginning, ideas of how the game's Challenge 
will build. "There are a hell of a lot of notes 
to start with, but Im not one of those who 
writes down to the nth degree before I Start. 
It's a creative process, like doing a painting. 
You can say this doesn't look right and paint 

:; " But this may not be the right approach 
to designing a business program, he says 
"With a game you haven't got problems to 
solve except to entertain the player." 



fn the next stage he gets together aU the 
somcecode from previous tomes dJtd picks 
out any bits to use. "I have an enormous great 
library of subroutines a fifsMime writer won't 
have 1 kr.oek up a version as quick as I can. 
It's nowhere rear what the end-product will 
be Hke, but it's something to give an idea " 

He no longer tries to do graphics and 
music himself, but jobs it out, usually to Ray 
Owen, another freelancer. David explains the 
concept of the game and the style he's after, 
"In a week 111 have back the graphics, but in 
thai tme IT have the game more advanced " 
A MaEtertroric programmer does the tunes. 

Then comes prolonged testing and try- 
ing-out of all the bits. Only H the D0% stage is 
it time id shuw ihe new game to the publisher. 
'Before that they'd get the wrong idea if it 
looks tacky." He listens to (heir ideas of things 
to include or knock out. "By then you know 
exactly what you want to do with the remaining 
10%" 

Final testing takes a long Time to do 
properly. 'For the first program anybody in 
doing, testing to the nth degree is an absolute 
necessty. A bug can put a publisher off for 
good." A company will have more tolerance 
with an already successful author. 

Legal arrangements are thai David keeps 
the copyright, but Mastertrorac is licensed to 
copy the game for five years. 

David would advise any newcomer to the 
game business to look through a book like 
law Made Smpfe or Te&ch Yourself Law. 'Be 
very wary of partnerships." he says from past 
experience. 'li one partner gets into debt and 
you have: funds, you can be sued." Make sure 
you have proci of your own copyright: post a 
copy to yourself, asking the GPO 10 stantp 
across 'he sesl, and don't open it, or ask your 
bank ar solicitor to date and hold a copy "If 
you're dealing with a reputable company. ihe:r 
wc:d ts enough, rra: even there fd take 
pracaufions because you don't know who a 
company is until you've dealt with it." 



By the way, a quick book 

Jim Nagel finds wise Solomon's guide to software success disappointingly shallow 



Meyer Solomon 

The software business 

BBC Publications, ISBN 563 21141 5, H4pp paperback, £5.50 

The subtitle is "How lo create, publish and sen computer software", 
but if i were tempted to set up in the software business, I don't think 
Td buy Meyer Solomon's book for its first half which more oi iess 
comes under the heading "how lo have an idea". For practical 
information, die booklist at the back of the book and the sample 
contract for a software author are what I would find most useful 
Another appendix, real-life tales from two software writfirs, says as 
much as the rest of the book about being a novice in thus business. 

Meyer Solomon was a founding editor of Computer Age 
magazine way back in I97& arid of PetSOKHi Computet Woiid. Fd 
have expected a more Solid book from him. The first word coming 
to mind was "waffle" - many a well-put, clever, entertaimag proverb, 
but much waffle. 

Cut the opinion, what does chti book actually cover? 

Know yourself, says Solomon's first chapter: what are you best 
at? Search out information, says the next chapter (short chapters), 
to get an idea of the market. Exercise your mind to generate ideas. 
Test your idea - a list of criteria Then you might need a team to 
turn ir into software and paper, a proper product with a jazzy name. 
Look at the market: what sector is ripe for you? Look at the software 
already out: what oppcrtunites for you? Equip yourself you II need 
a computer, and do not put disks on top Of the monitor. Wrhe the 



software: break ii into modules that can each be tested, a third of 
the overall lime should be spent on detailed planning at the outset, 
only a sixth to the actual coding and die other half lo testing. Write 
clear and handsome manuals. Test your work yourself before 
approaching any publisher. 3e prepared to give customer support 
for a long time after sales, 

Someone thinking of carrying ihrough a software idea might 
find the most useful chapter in the book comes about two-thirds of 
the way through; an outline of the stages a piece of software goes 
through from proposal to testing to delivery, from the publisher's 
point of view. 

He spends disproportionate space gm tolling how to wme plain 
English, and then damns himself by using the word "reify" in a 
chapter title 1 had to try three dictionaries, (You try. Toot has the 
answer somewhere on this page,) And it seems he's never heard 
of prodoefng; a typeset page direct from the author's own disk - we 
do h every day at AA. 

He devotes exactly two paragraphs to selling software by 
mail-order, a topic vita to many would-be software sellers. 

All in all, die book of Solomon is a once-over-too-lightly 
collection of loose jottings. His favourite word is "incidentally". As 
he himself puis U in a parenthetical passage: "By the way. I have 
neither the expertise nor the space io go into various topics in fine 
detail," 
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re-lly \*ra-»-,ff, "re-\ r( [L res thing — more at real] : to regard 
^something absimcO as a material thing 



SERIOUS SOFTWARE 

Drives to distraction 

A straightforward introduction to disks and operating systems 



JW PenMd 

Using your Amstxad CPC Disc 
Drives 

Bernard Babani (Publishing) Ltd, ISBN Q 35934 163 1, paperback 
£2,35 

For £3 you can discover what a disk drive is, does and looks like. 
This latest book from the pen or JW Pervfold - actually he used, 
Tasword 613S deals with filing systems, both Amsdos and CPM 
operating systems and delves itito program development. 

The book stalls off with an introduction to disks, whal they 
are and how they can be used. It assumes you are an absolute 
beginner and justifiably tells of the evils of cassette based systems 
- mainly how unreliable and slow they are. You are treated to a 
rundown on how a disk is organised into tracks and sectors : 40 
concentric tracks on the Amstrad, each containing nine sectors of 
512 bytes, Files can be stored anywhere on the disk and retrieved 
with equal ease - random access. Cassette systems suffer in that 
programs are saved one after the other on one lor;g ribbon, and 
must be located and loaded in the same sequence, That accounts 
for the great time saving with disk. 

You can drop the user manual that came with your Amstrad 
disk-drive. You will learn much by reading Penfold's first chapter; 
it virtually tells you how to set up your disk systems and warns you 
of any pitfalls that may appear along the way. 

If Amsdos, CPM. RSXk and Basic disk commands have you 
tossing and turning at night. Td prescribe you the section on 
operating systems. Both Amsdos and CPM are operating systems, 
which look after reading and writing of files, formatting (organising 
a disk into tracks and sectors) and other tasks that are generally 



taken for granted, Amsdos lacks a few features as an operating 
system: among other things, a formatting facility and an unerase 
function Cirwy handy when you have accidentally deleted every file 
on your system disk). But what Amsdos lacks, CPM kindly supplies 

The book contains a very useful list of all basic commands 
that are relevant to disk operation. A further section deals with the 
extra commands (bar- commands or RSXs) that the disk operating 
system introduces. 

Some of the files supplied with (he system disk you received 
When purchasing a 6128, G64 or disk drive for your 454 are explained 
in simple terms that make CPM seem less daunting even friendly, 

The book ends with practical application? with which you can 
get your feet wet. A full-featured database is l;sted that you are 
encouraged to type in. After every 10 lines or so appears an 
explanation of what the program does, File-handling routines are 
given exceptional coverage. 

At no point in the text are you left in the dark - Pinfold always 
chooses terms that are aasy to grasp. Reading the book will 
encourage you to take a closer look at your disk system, make 
belter use of it. You'll wonder how you ever coped without it. 



GOOD NEWS 
■ Lovely price. 


BAD NEWS 


■ Could have gone into more 


■ Ideal if you have just 


depth in places- 


started using a disk 




system. 




■ Uses simple terms and 




ample descriptions. 






The ram that thinks it's a rom 

Confusing the computer can be useful, Rpm finds 



Ainram 

Silicon Systems, £39.95 

Silicon Systems has 

produced a peripheral 

that wdl have rom users 

(and abusers) applauding, 

It is a tool that will aid eprom 

programmers to save time and 

develop their software. 

What is this magical device? 
It's sideways ram: an interface thai 
plugs into your Amstrad and behaves 
as a rom when in fact it is ram. 

Confused? You probably know 
that rom means "read-only memory" - the 
computer cannot write over or change data on 
this sort of chip, so it's used for software you always 
want on hand, such as the Basic language itself- And 
r.inj means "rondgm-iiccess memoty'\ sometimes called 
read-write memory. The sideways idea is that several blocks 
of memory can share the same addresses; a simple command 
shunts in one block when it's needed instead of another (see diag 
ram in Problem Attic, page &»), Basic and a word-processor such 
as Prot&xt are the sort of beasts that live this way. Memory addres 
ses involved on the CPCs are &CGQQ lo &FFFF for upper roms - in 
fact the same location as the screen and to &4O00 for tower roms. 
But why dons Amram act like a rom when it's really ram? 
Amram consists of two banks of 3k ram slotted into rom socket five, 



and you use the ram-enable firmware routines to access it. It 
behaves like a rom - until you Dick its write- enable switch and a 
red diode glows to warn you data can now be written as well as 
Tead The green LED shows the computer is readir.g Amram data. 

AmTam really sparkles when ised with its bundled icon-driven 
software, You can load data from another rom, customise it (perhaps 
you like seeing your name in lights instead oE Ihe rom'S sign-on 
message], and then send if to Amram, Resetting the machine won't 
gel rid of Ihe data held in Amram; only the other switch on Annan* 
or switching the power of! wiU kill ii. 

Of course altering the data held in other roms and saving it to 
Amram could be just a gimmick, unless you wanted, say, to alter 
some of the defaults in Prot&xt The real use of sideways ram is for 
developing your own rom software Create your own program ther 
save it to Amram - it tb now simple to test it rather thar. wasting 
Time and eproms. I discovered this the hard way. after each 
modification of my rom software I had to blow an eprom to test it, 
So f'd thoroughly recommend Amram. 

Silicon Systems S C€ 1 -848 £559 

Traiford Technology Centre. 43 "Ismona ftj, Manchester, MIS OWC 



G 6 D NEWS 

■ Fun to alter other roms. 

■ Icon software is simple to 
use. 

■ ExceHent program- 
development tool. 


BAD NEWS 


■ Of minority use. 
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commsfa 
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FREE! 

Registration to M1CR0LINK in association with 

TELECOM GOLD and 1 at quarter subscriptions to 

MICRONETBOOand PRESTEL 

Available from good Amslrud cum pul#r sloe kislt,. Or s«*nd cuupun 

to Marketing Dept, Amstrad, Brentwood House. I fifl Kind's Road, 

Brentwood, Essex. CM 144EF, 

AMSTRAO 

HreinwiiiKl House, Hi& Kind's Road. Brentwood Essen. CM 14 A EF. 
Tel. 0277 230222 



V21/23 
Modem 




FfMCE 



"I - > ViiHlM rifey**- I* 

■■■ 1 H ail pJ#*41ifeii 



T a^lWJ L fc3C T.13HMfcfTT 



r 



S«nS t owpor 1 0' M»tfc4(i ng Dept. AmftKad Container Shwtconics Pie, 
Brentwood House, i 69 Kings Road, Brentwood. Esse* CM14JEF 



Name ... 
Address 



l.l...llil^.l....<.k.k.. l .l....J.i.U...1......4.k.........». 



Postcode ,.,. . Tel. No, .... 



RS232C 
INTERFACE 



V21/23 

MODEM 



CD 



(PLEASEOONOTSEMDAHV MOUEYWtTH THlSCOUPOte} 



AA/1 






DMP-2000/300Q BUFFER UPGRADE KIT 

The printer buffer presently in die DMPMOO<"3000 it. ,i 2K RAM. Most of drii 
RAM u used by the printer 1 ! operating system ieaving. on iveragc. I "2K as 

bnf*>r Apace Our upgnrle kit coniniK i new ujuc RAM whkh will increase 
dhe printer buffer by 6K [aoout 4 pages of test). This i_pgrade will also allow 

a I of the Download Character Set to be re-defined thereby allowing lite user 
W design h|j own special characters for use in sc-entific and other purposes 
Tnc kit is supplied with ful' pictorial Instruction? to alio** the amateur to carry 
out his own mod ifi cation. 

Prices;- CS.SO (UK) EUROPE £4.75 REST OF THE WORLO £7,50 









aew SPEEDTRANS (VL4J) new 

This Is an enhanced person of the original SPEEDTRANS which will now 
transfer many more games AUTOMATIC ALLY mil transfers are rtitw rftidi 

OmSCTLY TO DISC. 
SPEEDTRANS is specifically designee to transfer those programs that have 

been written using the SPEEDLOCK protection method. 
SPEEDTRANS will transfer both normal length (43K) games and also long 

i47 K} games automatical*, 
SPEEDTRANS transfers the main program and, in most casts, the opening 

screen. 
SPEEDTRANS also offers the possibility of saving the screen of the longer 

games (RAID for example). 
SPEEDTRANS contains a unique INKS program which will automatically fine 

the MODE, BORDER and INK coiours i*sed in the opening 

Screen. 

will ask you for a filename ar.der which ii will save the transfer, 
wil transfer the following SPEEDLOCK programs to disc, 
Barry McGu<gans Boxing, Batman, Bounty Bob Stakes Back. 
Bruce Lee, Hackc-r. Day Thompsons Decathlon, Kong Strikes 
bac*. Jet Set Willy, Nomad. Ping Pong. Rambo First Blood If, 
Way of the Exploding Fist, Yie Ar Kung Fu, Gyroscope. Frartkle 

foes to Hollywood. Winter Games. Dambusters. Scrabble. 
^ing Fy Master, $arnan;ha Fox. Raid. Impossible Mission, 
World Series Baseball. Green Beret, Rescue on Fractals, 
Monopoly {Includes playing screen). Cludeo. Matchday. "V". 
Hunciiback II, I Spy, Spy-Trek etc. 
Prices:* £5,50 (UK) EUROPE £6,75 REST OF THE WORLD £7.50 
(UPGRADE YOUft EARLY SPEEDTRANS- £1. SO (UK) 
EUROPE iJ.TS - REST OF THE WORLD iU.SSQ 



GOLDMARK SYSTEMS 

SI Comet Road, Hatfield. Hertfordshire, ALIO OST 

Please telephone for fwther info (07072) 7 1 S29 



SPEEDTRANS 
SPFFDTRANS 




AT LAST!! 




A HAT TOP 
COMPUTER PESK 
DESIGNED FOR THE 
AMSTRADCPC464 



Atso suitable tor most other 

H0MB COMPUTERS 

ACTUAL SIZE OF DESK TOP. 

595mm deep, 885mm wide 

MANUFACTURED IN HIGH DENSITY 
OAK TEXTURED M.F.C, 

SUPPLIED FLAT-PACKED 
ONLY £5X50 

[Includes p&p+ VAT) 



TO-' 



Please send order with cheque or $*A.£ for 
further details 



COMPUTER DESK, HEATHWOOD PRODUCTS, 
A 2 Lower Bar, Newport, Shropshire, 

Telephone orders, Ring C09S2} 8 14944 
with Access; 'Sard ay card No, 

Piease allow at least 28 days delivery. 



Arcades with 

Licensed to deliver big brothers a< 





T^^ffy *3 



'Wondcrboy reminds tnn of Super Mann Rrorhcrs... you can't go 
wrong with Wonderboy, it requires skill, timing and is good, 
clean fun. ' 

'Dressed to kilt In nappies and a motorbike Helmet, wirh a 
skateboard as his trusty steed and wielding a stone axe, 
Wondcrboy is bom - ready to fifthr off The nastiest of nasties, 
willing to leap che widest chasm, and eager to risk his life'. Axt ^ 7 Ai . t , orii 



— — 



AflCABtiCKtSly 




^^t 'Best and fastest scrolling on a racing game' 

^|J* 'Best sprite design' 

**£> 'Best payability' 

*t|* 'Best coin-op conversion' Popular Computing Weekly 

^^ \ . .britliant' Arcade Action, Omiputcr and Video Games 
*lj* Your Sinclair Megagame 



JUMP INTO THE W< 



This Sega coin -op conversion puts other top softw; 




ACTIVISION 



ENTERTAINMENT SOFTWARE 




« 



ZXSPECTRUM48K/128K'+C£9.9^,COMM01K)RB 64, 1 



)ut the change. 

:tion without busting your pockets. 




FREE GAME OFFER 

(detail* inside each pack) 




SPACE COLONY "06" has been attacks by space pi rare*. 

To put an end m rheir plundering, a private rescue team 

calling themselves the "QUARTKT" is recruited 

"... extremely addictive and highly playable' Aruide Actum, 

t.^irputcrand Video Gaines 



O RACING 



rehouses to shame. It sets a new standard for arcade tie-ins, 

Sinclair User .Magazine 



rreii 





SffiCTftUM SCREENS 



r^-L^.t'/WiaiidDiskiCH^^AMSTlUDCrcQwette^SS) 
f ) vR 1ST f,C24. 991 -AlLnUtt. 



I M & © SEGA l*ftfi. All Ruthi* [WivtJ. Actlvnlon, liw Authorized U«r. 
Mailorder; AaivisicHi (UK> Ltd., 13 Ptffld Street. Hampsreaii, LoilJuii NW1 21^. 

Tel: 01 4J! 1101 





wjMfoce two 

M°l AMSTRAD MULTIPURPOSE INTERFACE with 

1 ) FULLY AUTOMATIC, UNIVERSAL and PROFESSIONAL back-up facility 
to tape and disc for Arrotrad CPC 464, 664 and 612ft. 

2) MULT! TOOLKIT to study/ modify/ develop soft ware/ hardware 

3) 3K RAM EXTENSION 4) RESET BUTTON for >arm' reset 

All at an AMAZING PRICE of £46.91! 



GOLDEN 
SCREWDRIVER 

Award 



"The cleverest hardware device at present" Amsfrad Action 




MULTIFACE TWO is UNIQUE both in unbeatable value and features : 



"AMTIX NOV 86" 



■li <• tba onty truly AvtofntMiC badn-up *»vi..-« - [h* fwoflfama *r* RELOAQttl 
amity at !*i*t waia 5rQI*££0 and SAVtO. irtcl tha colour* end found - no 
ctlfwr parioharal can RESTORE COLOURS AUTOMATICALLY and •am* 
p roar urn. will not RELOAD & RUN property than - BEWARE I and ua* 
MULTIFACE TWO i>nl r 

* Qo*s '"I c-ctucy my pin nf Bia A-^rK'ui; RAM anc rvttuVe* 
*No «Wiiijr,i KT*i*»r* - fm iiterr j $K ROM *ni B* U*M. 

* STOW ANYpro^ " ,wtf P>I{,'S£ c- HAVf (.< ul* *f(4 O TQOLXtr, 

Mottling if f (« J V ar« 4 t/< J VCa MC4*£ Jr" HfSIOflfO 
•fc'LNt, J<1 VEM lu«r fflftOK-THAPPtP Willi pfOTPptJ. arifi OIW-tDuStl CWmriaftdl 
!Vi irt:c> * if vul 3i<?c«)>i«i- * t rti'j nred lo ;ttj * 10 pu*n [he tiuncn 

SAVt SO rlaTi* i $AVt 4 ,ir.iyrim trj <3riC r.i ie Bt PvP* M 

BilUHN - io CONTiMUF .1 pra&rim ahai J >y opfahor 

JUM' 1 uwp Tniip-m' lmJU'hss, sav lo-vow tiwfi foutne. •" lb* 8*. 

flAV B^inis on 

id JLCUil MUL'I TOOUJT rot/Una*. 



•MOLTIFACf- 2 ixtXlftCMElYFAStl * ftrjrr SAVIHG & ftfiOAlilNt, - MM7EWGEM 
i Ti/PE jjvi'.'i|r ru dm ~t*o» .njjlfj jt(tn*,'.ir'if S^*f oraj'j/'i ral 
■'s? 20 iECO^D $ fun" ■/'*■* e tftwt _.■ .- en ; It f.ii.e J" i- frrjiffi <or,i}e" Jiyifft 
otr' 5 .■n.-ufrt IVj.t rspr FflCiffif C C M W( SSlfilG ttM WJurtj in rmj 

-MULTI TOOLKIT <■ th» orrly .irpl.r^j eomhinituSn lif h.rdwiri and suftxrir* 
rn[i«hl* oi d( ■ p[n yi ^a K rTKHjlfytng EVtRVTHING ,ou rrtay wl«h lu hnciw #*M>y I ■ 
prOifrfem and cLir'^n! atata of compyliir You Ca^i ^EEK/r^ONE *h» «n(irs 
AMSTRAO Aantanli -nrl. iiln SK HAM, Z4E* Fiy.ilin. tol4ura. *tE Vou can 
vpan a WtNDOW ar*d a^r&ll ftirpugri $& byta blocaa in dacirnal. Kaa and ivin 
ASCII rapraaaniaticn |w avarylrting ■««n aataxl Ifl n.01 mitHgft. aid »i|h 
full on-fjCraan «4rtiri]|. You hot INFO on acraan mod a al art nrliiriii inlariuul 
ntoda, n.0 a( eKamcrara par Una, hampntil iync paaiipeh, (iwar and uppar 
ROM and RAM bank atarrua, ROM Typa, ale And ALL can ba changad 

"COMPATlBLt *.p pjponion SOMS w *'-' 

"PLU'jS Dl«l 4S4. 9W 6i^$ - no 

*Sav« PHOfiHAV .it J till 2S-lira 3CHHM ONLY 

"TMflOUftH niisntin'v flL-S lw zonnat.tir^| sutler parip' I 



No other back- up device can compete with MULTIFACE TWO on any front 

MULTIFACE TWO Is the ONLY AUTOMATIC one 

MULTIFACE TWO Is the FASTEST one 

MULTIFACE TWO takes the LEAST ROOM 

MULTIFACE TWO is the on ly one with a RESET button 

MULTIFACE TWO is the only one with a TOOLKIT to study/modify programs 

JUST COMPARE THE FACTS FROM AN IN DEPENDENT TEST ON MICRQNET; 

MiCRONET leswd all four back up devices currently on tie mariwjc ACTION REPLAY by Date!, QISC WIZARD by Evesham 
Micros. IMAGER by Mirage and MULTiFACE 2 by Romantic Robol. They were all tested on Bib TOP 10 GAMES for he week 
ending January 19S7. Each copier was tested at ttie same poinl in each game and in the ovem of a failure the reviewer tried twice 
more. These are some of the results: 

Cut ol overall 100% success daimed, Ib e actual pe rcentage was: 

IMAGER— 50% 



ACTI ON REPLAY — 20% 



DISC WIZARD — 40% 



.JIULTlFACE-100%!] 



MULTIFACE was confirmed as the ONLY TRULY AUTOMATIC back-up device — all other copiers require manual setting of 
colour, screen mode, windows, etc. — provided they do not crash in ther first place! This when tested on 10 games, took 
altogether; 



r A CTtON RE PLAY — IS mins i DI SC WIZAR D — ov er 175 min e , MIRA GE — over 66 mfna_ MULTIFACE — not applicable 

The actual SAVING time was in seconds: 

MULTIFACE -32.5 



ACTION REPLAY — 33.4 



DISC WIZARD -44.5 



IMAGER — 36.6 



Naturally, you should add the SAVING time and (he SETTING UP time together to get a true saving time per each game: 



ACTIO N REPLAY -ow 2 ml rw J D ISC WIZARD— ov er 18 min t I MIR AGE — over 7 miralJiyLTlFACe^^Sj 
The loading bme took on average In seconds: 

MULTIFACE— J1ZJ 



ACTION HEPLAY — 21.7 



DISC WIZARD— 40.7 



MIRAGE — 36.6 



Each device made a back-up ol a different file size — on average: 



rACT ION REPLAY — 6fi K 

The summary ol the tests on MiCRONET? 



DISC WIZARD — 89K 



MIRAGE — 53K 



MULTJFAC£=4»i<3 



'MULTIFACE TWO from ROMANTIC ROBOT wins easily on all features! It Is faster, more convenient more succasful. use* 
less space and has more facilities!" 



wMYifA'f iVJO THE ESSENTIAL AMSTRAD CPC COMPANION 



Please send me a MULTIFACE TWO at £46.95 plus p&p - 
1 enclose a cheque/POfor C , .,», .,,„. or debit 


UK £1.00. Europe 
r^V C3HE No. 


£2.00. 


Ove 


rseas 


£3.00 














Cardeicp ... 


















MMAIITM MMT tfK tT» 


15 Hay I and Close 


London NW9 0LH 


^^ 24 hrs 


X 


E3 


01-200 8870 


csa 



SPECIAL 



John Stall wood is director of the Optical Information Council, an 
office in the City of London handling advertising and public 
relations for eyecare and ophthalmic optics 



6:45am Brian Redhead's sickeninyly cheerful 
tonos wake me as the radio alarm, with 
irritating reliability, clicks into life. There's 
morning tea to make, a teenage daughter lo 
rouse, a son to shout reveille to, and then it's 
off to catch the ft 16 to the big city 

Being a bit of an electronics freak (not 
knowledgeable* you understand - just a user) 
I'm likely to be using a Microwr.ter en route 
- a handheld word -processor with a memory 
90 that text can he written in wherever I am, 
be it on the train or in a hotel. This can then 
be transferred TO a micro-recorder for tape 
storage or pnntQd out as needed. Next to my 
6123 it's the most used piece of wizardry sn 
my eteciror.se snnoi-ry 

9:30 Arrive at the office. I examine a daily 
schedule that I try, sometimes in vain, to keep 
up to date. ] note that today I've arranged lo 
check with the press officer her progress on 
a couple of projects, then work with the 
bookkeeper on a spreadsheet thai we've set 
up using the SG4 we have in the office The 
G£4 was introduced originally as an ir.expen 
sive way of familiarising us all with computer 
usage, but has proved quite up to the modest 
needs of our office for a variety of purposes. 

I(fcl5 Raving gone through the mail and 
sorted out the items needing replies. 1 print 
off the notes 1 was do:r.ej on the Microwriter 
and annotate them for the typist, who uses a 
Screenwriter for finished typed work. Than 
it's time to see the press officer Muted wails 
from the bookkeeper: she's found Mini-Office 
U won't load. We get to the spreadsheet by 
loading the w-p program and "hen exiting to 
the main menu. I hope it's just a temporary 
loading quirk. The spreadsheet 
■s amended, and I ask 
for a pnnroiit for 
use later on. 



12:30pm Back in the of Bee 1 find the 

bookkeeper has finished with the 664 so lis 
free for me to slot in Aiusworti and hammer 
out the first draft of the minutes of yesterday's 
executive committee meeting. This chor» is 
one of the penalties of having to combine PR 
work with administration. I prefer the Prvtext 
that I use at home on the 6128 for its speed, 
but find Atitawo/d has plenty of versatility Tor 
this kind of use arid is wholly reliable. 

4,-00 1 leaf through the diary and see (with 
a slight jolt because I'd forgotten) that I'm due 
jo give a talk to an optical society in a week. 
I do a 'brain-pattern' for the talk - that's a 
method, with variations under different names, 
used for putting down thoughts; as they occur 
ir, random order so that they can then be given 



a sensible format latftr, I'U refine this at home, 
using the newly acquired Brainstorm program 

4r30 I'm trying conscientiously to apply 
the system called Tone Afittrager I received 
for Christmas, m hope* of bringing more order 
into my business and personal ttfe. Using ail 
ingenious comb nation of diary and schedule, 
it offers a good way ol keeping track of things 
it you keep up the regime. Anyway. I use the 
last half.tiDur of a normal working day to do 
this, cheeking the next day's jobs and putting 
in new erttriea. 

6:30 With luck. British Rail has brought 
me 48 miles home. After dinner, 
ignoring wifely comment 
on the antisocial 
qualities of 
computers. I 
run the Brainstorm 
program to do the 
talk, and then the bit 

I really like best of all: ^ 

CAD - computer- aided 
design. 



A day in 
the life: 

Chips in 
the eyes 






With a 
business ekhibition on the 
horizon 1 need to design an 
exhibition stand. Here Model Universe 
comes into its own. This very clever 
program lets me design in x. y and z 
coordinates, and then to "walk onto' the design 
and look around it. The AA reviewer Of this 
very clever program from Arnor questioned 
tts usefulness: I've used it to get a preliminary 
look at a proposed home extension as; well as 
to design hobby woodwork projects. In each 
case I find I can get a good printout using an 
Epson LX-80. It's also possible to transfer 
disk -stored files from it onto an art program 
for adding details (though having done that. 
you. can't go back with it into Mode! Universe). 
11:30 Pack-up time with an acknow- 
ledgement to the accuracy of the wifely 
comment. What, you ask, no games? No, not 



interested, 
1 suppose. 
Also no programming I'm 
afraid, other than some very basic Basic 
now and again, Some are very happy pro- 
gramming; I'm very unhappy at it, although 1 
seize on utilities with gusto and (perhaps 
because Tm of what is kindly referred to as 
the older generation) I retain a sense of won- 
der at the things that can be done with this 
manifestation of the chip. Its a long way from 
my first; feeble effons with the original ZXSO. 

AA 
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QUITE SIMPLY — THE BEST 




RING ROMBO PRODUCTIONS ON (0506) 39046 FOR FREElNFORNiATtON PACK 



ACTION TEST 




MASTERGAM 



Academy 




Short Circuit 
Bombjack II 
Sentinel 

Koiords Rift 




Ocean 

Elite 
Firebird 
?dastertronie 
Acthrision 



44 
SO 
54 
59 



TESTED 



Killer Ring 




Ariolasoft 


49 


Wihstars 




A'nT 


49 


MGT 




Loriciels 


51 


Wailoek 




The Edge 


51 


Fead 




Bulldog 


52 


Agent Orange 




A'rfF 


5£ 


Nitija 




MasieitrorLtc 


51 


Weal Bank 




Gremlin 


5? 


TT Racer 




Digital Integration 


58 


500 CC Grand Prix 


Loriciels 


58 


Hollywood or Bust 


Mastertroiuc 


60 


10th Frame 




US Gold 


60 


Little Computer People 


Acthnswm 


60 


Brian dough's 


Football Fortunes 


CDS 


60 



Springing into action 



Spring is here and brings with it sunshine, showers, 
flowers and... three-foot snowdrifts. The weather may 
not be hot but the software is, so come and warm your 
hands over the games that glow. Six games stood head 
and shoulders above the others this month, each for 
different reasons, hut all are outstanding. 

The Mastergame sends you back to school, but it's 
the Academy where space pilots are trained. This is the 
follow* up to the highly successful Tau Ceti and will put 
you through 20 missions that should turn out a superbly 
skilled fighter at the end. 

Ocean has finally produced an excellent film-licence 
game in Short Circuit. It combines an arcade adventure 
and a scrolling arcade game to make a whole that's great 
to play and great to listen to as well. 

Sentinel looks set to make some big waves in the 
software pond because it's the most original game of the 
year. Over 10,000 landscapes and an abstract challenge 
that will definitely intrigue you. 

Disk owners have a treat in store because Koronis 
Rift comes only on disk and is a cracker. It features those 
famous fractal graphics and gameplay that at first seems 
simple but the more you play it, the more its hidden 
depths are revealed. 

If you like a good old-fashioned arcade challenge you 
won't be disappointed either, because Bombjack if is 
guaranteed to have you in the throes of addiction. 40 
levels, superb graphics and you won't be able to let go of 
the joystick. Round all that off with a wacky arcade 
adventure in a helicopter called Flyspy and you've got 
everything you could want from a games section. 

Just a reminder that the new Verdict box 
incorporates the Good News and Bad News points. 
They're compiled in exactly the same way as before. The 
only real change is that they now go into even more detail 
in trying to describe the game*s qualities or shortcomings. 
Good News has a white box and Bad News a black one. 



// 
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ACTION TEST 



SHORT CIRCUIT 

Ocean, £&3S an, £14,95 disk, joystick or keys 



B williatil? twuly, cwuly, b William! I've been 
playing it so much that fVe hardly got any tune 
to write the- review.. More RAVEing later. 

The first part of Shan Circuit is an arcade 
adventure and the second is an arcade game, 
set in the future where a Strategic Aiuficiajly 
Intelligent Nuclear Transport (S-A-l-N.T.) robot 
has blown a fuse or something. Ze mad 
professor who built it vants to tear it apart to 
see vol vera wrong! Well, thars the basis of 
the plot, but more unfolds. 

You control a robot, & sort of a Simon 
Templar of the robotics world. In the first part 
you have to try to figure out how to get out of 
the Maximum Security Compound (the AA 
Team get it?) and escape to freedom. 

There are lots and lots of room? furnished 
with items of furniture ranging from coatstands 
to flowerpots. 

Ton start off in a room equipped with a 
desk, coatstand, computer and a chest of 
drawers. There are two doors, one of which 
is locked. Through the other, is another room, 
furnished with, among other things, another 
computer. This one you can link with, using 
the Ionic program resident in your robot's 
memory, and download programs. There are 
three programs you can download: Search, 
Laser and Jump. 

Eventually, you will need to have the 
Laser and the Jump programs in the robot's 
memory - which is limited to three programs, 
one of which must be the Link program 



SECOND OPINION 

ft comes as a shock to find a good qrame 
CQtiung from a film licence, but eWn 
mortf so because it's from Ocean- 1 hope 
they've finally got their act together. The 
fwo (jame.'s are exc6l)&Tit ajud have 
tJeliijhtfal graphics, The variety is the teal 
dliiCher. with SQtttQtJimg for everyon e. BW 



GREEN SCREEN VIEW 
Both parts playable. 



Once you have downloaded the Search 
program, you can explore the complex com- 
plex. By being in Search mode, and pressing 
Fire while pushing against an item of furniture, 
your robot will search the object. There are 
many little ftngtes which you can find in the 
furniture: - for instance, in the coatstand lit the 
first room is a Pass Card, and on the desk 
under the computer, is Remote Control Wasn't 
it good of me to get you started like that? 

Anyway, the upshot is that you must find 
the equipment needed to build a S.A.I.N.T 
replica and the manual for it Also, it is 
necessary to find (he components needed to 
build the Laser and Jump mechanisms needed 
in the second part of the game. 

To reach part II, you must either escape 
from pan f, or press the keys O. C, E, A, N 
together. Either will prompt you to wart while 
part n ts loaded. 

In pan II, your pursuers take the form of 
guards and other S. A.I.N.T.s after your grease! 
You must run away or shoot them while trying 
la find the van. All this must be done before 
the helicopter arrives - yes, a heiieoptai! Don't 
fret: you never get a chance to actually fry in 



i" : suppose even robots suffei from, pttrro- 
phobia! This part of the game looked a little 
less frustrating than the first. However, as often 
the case, it turned out to be a real ... 

Movement ia only left to right, but you 
can turn around. As well as shooting the 
guards and ex-pals of yours, you have to pimp 
or duck to avoid the abundant, wildlife. Its not 
fair really, "cos IVe got a naturally sadistic 
nature, and really couldn't care less if soma 
squirty little rodent got under the wheels of 
my well-greased chariot. But your robot gets 
a sudden attack of grief and remorse and 
pauses to see if the poor animal is hurt. 

Puddles along the way wU! slow your 
robot to a crawl, so it's best to avoid them. 
Rivets will give you a bad case of instant rust 
- obviously your robot was made in Japan. 

Well guess What? I liked this game 
immensely. The graphics are good and the 
music is tremendous. The loading screen gave 
a good idea of what the graphics were going 
to be like. I've been entranced by this game 
since il left Sir Bob's hand. Even when I'm not 
playing it. I'm thinking about it. It really grabs 
you! 

The first part, like the second part, 
employs set positions - objects start off in the 
same place every game. 



The Verdict 

GRAPHICS 71% 

□ Excellent graphics and use of colour in 

__ part I. 

Q Very smooth scrolling in part n. 

sonics 67% 

■ No actual sound- effects. 

O The music makes up for the lack of 
effects, 

CRAB FACTOR 81% 

U The two parts are easy to get into, 

■ Part II can be very frustrating. 



STAYING POWER 

l_ Both parts are hard to complete. 
□ Lots of variety with the two parts, 



88% 




FIRST-DAY TARGET SCORE 

Part I: 6000 

Part II: Get as far as the green thing that jumps 

at you. 




umbe 



ie ultimate 
eapon, 



^ 



m 



[■•1 



This is good, because 
it leaves you more time for the hard finking 
pan. 

The second pan is just as interesting as 
the first part but gives you an automatic 
judgement of how well you do, try the distance 
you travel. 

You know how you keep going back to 
Elite to see if you can complete the next 
mission? Well you will be doing Thai with this 
game. CB 
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ACTION TEST 



ACADEMY - TAU CETI II 

CRL, £9.95 tais, £14.95 disk, keys or joystick with keys 



ff£ 



*T 



First there was Tan Geti, then the legend 
continued with the disk version Tha Special 
Edition, and now there's Academy the suc- 
cessor to both. Tt features similar shoot-em-up 
action to its predecessors but there's a wealth 
of new things to discover, 

The action is once again based on the 
actuaries of Gal-Corp and its intrepid stammer 
pilots. If you ihought you were ready for 
anything after Tau Ceti then Gai-Corp has a 
surprise - you're going back to school The 
Gal-Corp Academy for Advanced Slammer 
Pilots will put you through 20 missions that win 
test your abilities to the limit 

Each mission has a name and a specified 
task that you have to complete in order to 



'pass'. They are assigned in five groups of four 
missions each.These are very varied, the fmst 
four being 11 it moves...", "red dawn', 
"meltdown" and "softly softly*. Later missions 
are mmgurhgty named "...at the OX Corral", 
"out of the frying pari..." and "where to, gwr?" 
The tasks vary widely. They include 
destroying all robot craft, destroying an indi- 
vidual target, battling time limits, solving 
problems and negotiating tricky obstacle ar- 
rangements Whatever the mission you can 
bet youTJ see plenty of action. In concept 
thevYe a hit like the outposta from the Special 
Edition but much more complicated, varied 
and larger. 

On each mission you fly a skimmer which 



p., 




AMfTHAB 



will be familiar to players of the previous 
games. As it whisks you over the planet 
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surface you'll encounter many robot craft from 
Tan Ceti and a good few new ones. Ir. all there 
are over 30 surface features, but they're not 
aL hosdle. Of the new threats (here are deadly 
kamikazes who ju$i ratti the skimmer with 
devastating effect and some fortresses thai 
could flatten Mike Tyson. 

The graphics have been beefed up. Each 
mission Takes place on a different planet wilh 
surfaces and suns of varying colour. The 
robots too come in designs that we attractive 
until they start shooting and give you other 
things to think about. 

The game is superbly presented and has 
some of the most camprehensive options you 
could ever want. Each mission is described in 
text and shows the planet where it takes place. 
Most important is the option to design your 
own skimmers (as* scraenshots), which allows 
you to produce craft particularly suiied to a 
mission, Not only thai but the view screen can 



SECOND OPINION 
the fficsr two Tm. Ceti 

■r,s were a world, then 

Academy t$ definitely iion< (met 
galaxy. Foster, harder, t&tgw wtth mote 
astcxts it's a fabtttcta wine. 
The graphics are so m 
and Gcmarfvl - the sound fs savsfyir, 
hud tt ts even possible to define your 
spacecraft and instrument p-a.-c' 
Fantm RpM 

GREEN SCREEN VIEW 

Dingy bur playable. 



be completely redesigned as well- The back- 
grounds can be of different colours and 
textures, and the various boxes placed any- 
where (as long as they fit). 

You can use three skimmers already set 
up. but it's great fun designing the ships, You 
can arrange the displays so that they re most 
convenient for your needs for instance, you 
can keep regularly referred-to gauges dose 
together. When designing you can't overlap 
different windows, and the ship has to come 
within weight and cost limits - so you cant 
have everything with knobs on too. 

All the fancy tmnmings are excellent 



The Verdict 

GRAPHICS 93% 

J Fast- moving, solid graphics. 
~ I Excellent explosions. 

SONECS 52% 

_j Reasonable effects, particularly in a 
pitched battle. 

GRAB FACTOR 95% 

You can get out and blast straight away. 

D Lots of options to investigate. 

STAYING POWER 94% 

I 20 very tough and varied missions, 
■ If you didn't like the predecessors. we!l.. . 



AA RATING 




additions to a game packed with action. For 
(he fllSt few pkys, just get out on a mission 
and marvel at the fast, hectic, violent and noisy 
battles, After plenty of explosions, laser blasts 
and terminal collisions you can start to worry 
about the strategy, but you'll never lose the 
ihnll of combat. BW 



FIRST-DAY TARGET SCORE 
Complete 1 mission 




AMSTRAD ACTION 47 



RIDERS GO FULL CIRCLE 




SHOCKWAY RIDER 

• " SPECTRUM £7.95 

. AMSTRAD & COMMODORE £8.95 

. ■ • 

FASTER-THAN-LICHT ftl faster than light, carter follis group of companies • 

SEDGLEY ROAD EAST. TIPTON. WEST MIDLANDS DY4 7UJ Tel: 021 -SS7 2981 )4 Ikies) 
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KILLER RING 

Ariotasoft, £7.99 ta\ joyinrJi or kep 

Killer Ring- is a subtle variation on the Phoenix 
stand-alone arcade game: after shooting 
waves of aliens, you must shoot your way 
through a barrier to kiJl Me "wotsir. 

In Killer Ring; the wotsit is an alien being 
sunrour.ded by a force-tield. To kill him, you 
must shoot through its base - the rest of the 
field is impenetrable. This base covers a 
rotating shield, which can also ba bteached 
by successive shooting. Once through 'Jiq 
rotating shield, you must shoot the green 
aliens red heart. 

The preceding levels, all pit of Them, 
take the usual form of alien cremation. Lcrvels 
One and EWO give you Qoatmg bats to Ike at, 



SECOND OPINION 
Was iff a game flat's extremely jatisiytng 
- or rather, relaxing - <o phay after a hard 
day's work. You just sir There and shoot. II 
dvesn i tn&tm f/jsrf fpu cast easily get high 
SCOtes or oven that there ar$ only sever 1 
levels - Killer Ring is enjoyable and }list 
the tonic wnen a mindless task is sli yov 
&e cap Able of. RpM 

GREEN SCREEN VIEW 

just as satisfying m crrecjt 



riuee and four have an extra distraction: a 
group of flying saucers flitting about the 
screen bomhing you The floating h^ls are 
replaced by rotating spheroids which you can 
kill only by shooting 'Juough one of the two 




gaps in their shield. The last two levels take 
the form of moons ocreing yet more bflls - I his 
Li.t.c ir. magenta! 

Your ship, as the title suggest, is a ring 
- very vulnerable with httle shielding. 

Amazing! v. Killer Ring has a funny addic- 
tive quality initially^ Tlie interest wanes as 
quickly as the moons m levels live and six. 
Tht game's biggest deliaclior, la its lack of 
difftculty. The writers tried to compensate thus 
by including a "Difficult" mode. Bill having 
completed the Easy mode, ike Difficult mode 
gave me no real trouble. 

Graphics are good and the charaeiers 
are well defined. Scund effects are also above 
average, and the music is very good. In 
mucins' on a pretty game - pretty indifferent 1 

CB 

FIRST DAY TARGET SCORE 
13,000 



The Verdict 

GRAPHICS 

_. Bold, colourful graphics, 

H Spectacular explosions. 

SONICS 

H Title music ;s entertaining, 
■ Sound -effects can be grating. 



73% 



67% 



62% 



GRAB FACTOR 
I 1 Colour and sound will appeal. 
F. J So will aroma and taste comes complete 
with a Killer Ring Cupcakes recipe! 

STAYING POWER 49% 

■ Only seven levels to beat. 

■ Originality is not the name of I he game. 



AA RATING 



Excellent game 10 unwind with. 
No lasting challenge. 




WIBSTARS 

AVF, £6 ?5 ta», joyitkk or keys 

Von play the pan Of Billy Wibstar the entre- 
preneur The plot is fairly simple: you have to 
collect items of computer hardware from the 
warehouse, chuck them in the back of your 
van and take them to one of the local whole- 
salers. 

Thankfully, the game is actually h bit 
more complicated thati thai. The hrst pan, 
loading askip with hardware, is a bit farcical 
m that once you have filled the skip, you must 
descend a lilt, enter a van, and anempt to catch 
lie previously loaded hardware that the skip 
is dropping down chutes from above you, 
Complicated, ain't it? 

Anyway, once you have done that, you 




SECOND OPINION 
The game Concept is A good one bu\ r's 
let down by substandard programming 
snd badly thought- out gameplay. The 
graphics reveeltket it$a fttx>i conversion 
from other computer rorstons. There Are 
too many frustrations to make tt 
etyoyabie. Making a profit is more dtrtfi 
to hick than tudgetnent A f>aar#ffoti. BW 

GREEN SCREEN VIEW 
Vary difficult to see m pia.es/, 



Drive your v,tn. drive you crazy 



get to drive the van along some toads! Oooh, 
how excitingl Well. :1s not that exciting, The 
object o! this pan of the plot is to dodge the 
debris flying from the doors of the van ir, from 
of you. Some ol the debris is useful, like disks, 
cassettes and computers. H you catch these, 
they increase the stock in the back of your van. 

Once at ihe wholesaler, you face a 
complex screen confining of platforms, con- 
veyors and lifts. You must now take your stock 
out of live van and aiiempi to direct it up to 
the top of the screen, where a big hand comes 
out and grabs it 

When you have delivered, or have 
destroyed all the stock m your van, you must 
get back into il. If. overall, yon have made a 
loss, the game ends. But tf you have made a 
profit, you can drive back to the warehouse 
to flock up again. 

Scoi rq h- in Ihfi form of profit, Every 



item you sell increases your score, and every 
time you (ail to avoid debris thrown from ihe 
compewor's van, your profit goes down. This 
is to pay for repairs 

1 didn't like this game at a|L The graphics 
are so blocky-tacky. and the movement is a 
block at a tune. Sound is best forgotten. A very 
poor production, and a definite waste of 
money. CB 

FIRST-DAY TARGET SCORE 
Make a profit. 



The Verdict 

GRAPHICS 

■ Very blocky, 

■ Litlltf use of Colour, 



46 



SONICS H% 

■ No sound other than an uvsigntficani purr 
from the van. 

GRAB FACTOR 45% 

_ Delivering at the wholesaler is quiie 
addictive 

■ Vftry difficult to make a profit, so games 
arc short. 

STAYING POWER 33% 

■ Boredom and frustration will win 
eventually. 



AA RATING 



I If compiler distribution is like this I'm 
fjlad I'm a reviewer. 



AMSTRAD ACTION 49 



ACTION TEST 







BOMBJ ACK II 

Elite, £8.95 <3&i, i\A.K disk, joystick or keys 



The letum of the leaping lunatic who was first 
seem jumping all over The screen picking up 
bombs ^ow he's back and instead at > 
bing bombs he'* after a much more lucrative 
prbtt bags of treasure, Jack is still able to 
produce prodigious leaps but in a much more 
controlled environment. 

You've got to get through over 40 
screens, collecting 10 bags of treasure on each 
one-. The screetiiH ^re made up of a number of 
platforms floating around in tin* air, on which 
trie bags are placed. Also occupying some of 
the platforms are reptiles who shuffle back 
ar.d forth along them. In the background are 
some superb picture*! rhat play no part in ibis 
action but lix'k great, They include Stone- 
henye, the Taj Mahal and Sydney opera house, 
all delightful views. 

You make your way around the platforms 
by jumping, but yon can't just jump into thin 
air. You can jump up or down to platforms 
above or below you, and you automatically 
jump when walking off the edge of a platform 
ii there's another one at the same level to jump 
or.ro. This is a very easy system to get used 
to and allows you to rip round the platforms 
grabbing traswiir* at a great pace. 

After you've picked up the Brat bag of 
treasure another one will start to flash, if you 
can pick up all the flashing bags, a bonus life 
is awarded. II you manage only six, seven or 
tight flashing bags then you still gain healthy 
bonus points. This Is one of the gained moat 
interesting points because the platforms are 
arranged so that it yets more and more 
complicated working out how to get to the 
bags in the correct sequence. 

If you thought you were going to get away 



with it be:ng thai simple then you've got 



SECOND OPINION 
Bombjack was good; Bombjack II is 
brilliant. Colourtut, noisy, challenging, 
exciting - it's got fill the ingredients of a 
winner, Forty levels of joystick- 
wrenching gameplay with interesting 
graphical backgrounds (and bags of gold 
to Collect), You oven get Uombjack (the, 
ozigufai) free - dorr t pass this game by! 

RpM 

GREEN SCREEN VIEW 
No problems! 




with it. The game in itself justifies the price, 
but with rho original throwi m m wyl) you just 
can't go wrong. Thfl graphics are superb, the 
gameplay fast and addictive ar.d surpris- 
ingly, you U even have to think about things. 

BW 
FIRST DAY TARGET SCORE 

SWJOO 






aliens who are going to make Me JieU for you 
If you arrive on one of their platforms they'll 
try 10 push you Off ft, losing yOU a life You can 
push back of course, but you've got only 
limited strength available to do it with. You 
can also stab the aliens, but this has little effect 

Ai first dealing 'with the aliens is easy but 
as time passes and you struggle to get the 
bags in the right order, the aliens mutate into 
stronger and faster-moving forms. Eventually 
lhay can start jumping around ths platforms 
themselves and at great speed This poses you 
a dilemma on every tovel: do you go for The 
bags m the right order and risk the aliens 
getting you, or do you get them quick and 
forsake the bonus score while they re still 
weak"-' 

It's a tot belter than its predecessor, but 
you'll get the chance to find that out for 
yourself because Sonibiack is given away free 



% 



The Verdict 
GRAPHICS 89 

G Superbly detailed backgrounds, 
n Colourful, detailed characters 

SONICS 47% 

■ Jusi a lew round-effect*. 



GRAB FACTOR 90% 

IH Working out how io complete levels is 
enormously addictive, 
I Great control method and easy to play, 

STAYING POWER 88% 

I Lots of complicated levels. 

■ The addiction w.ll wear off after a few 

days. 






AA RATING 



Bombjack given away free - you can't 
lose. 
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MGT 



Lorkiels,, &&) cass, t I4.W disk, joy«kk or keys 

MGT is a futuristic arcade adventure torn the 
French software house Lgricels, sn the same 
format as the KmgMore series of games- You 
control the MGT - MaGretik Tank around 
'.he. Crystal Palace. The palace's many rooms 
are frozen because its life- support system 
broke down when infiltrated by alien bacteria- 
There are two types of door connecting' 
■he rooms. The Erst type is an unguarded door, 
through which yen nay travel at any time. The 
other type is protected by a laser foreefield 
To disengage it you must shoot the control 
panel. There are differ en: types of control 
panels, and you mast shoot the one with the 



SECOND OPINION 
I disagree wftfi CB an this one. J liked Bf. 

The sbding- or inertia of the ten* is s revel 
feature, and although the pussies snive 
Si/ily on I dor.'t think they're too tough- 
My only disappointment is the smilaxk? 
to Bactron. but this is mostly graphical 
and not m the gameplny. Has seme rdec 
features and problems rfcai are tvorrir a 
look. BW 

GREEN SCREEN VIEW 

Th& icy rooms are cold ard clear. 



same symbol as displayed above the door. 
Inside the rooms are raised ice blocks. 




To get onto these position the MGT over the 
lift pad and press Fire. The longer you fire, 
file higher your MGT floats. Release the button 
and yoor MGT gently floats back down to the 
ground. 

Ir. some rooms roam droids, attempting 
to block your way. Contact with certain droids 
can be fatal. This is bad news because you've 
got only one life. 

This game has no more than average 
graphics, and the occasional sound is poor. 
The task to be completed is difficult and will 
take a long rime, f personally think lite task s 
too hard, with tea few incentives along the 
way. The nouv&M irmsique is delightful, but 
has hide variation. MGT has tittle lasting 
appeal and is poor value for money. CB 

FTRST-DftY TARGET SCORE 
Explore IS toom 



The Verdict 

GRAPHICS 71 . 

1 J Good 3D representation and fast sprite 
movement, 

■ Little variation in characters, 

SONICS 53% 

Zj Very nice it&uveau mvsique, 

■ Sound-effects lack any excitement - even 
at SO watts. 

GRAB FACTOR 57% 

D fniaaJ aspects arc intriguing, 

■ Noi enough easy locations to view 

STAYING POWER 68% 

J A lot of locations to look through. 

■ Too difficult lo get anywhere. 



AA RATING 



Has similarities to BAcrton. 



WARLOCK 

The Edge, ii-ti ass, U4,?i disk joystick w keys 

This looked s little famtliar at first, and indeed 
it does have a graphic similarity to the Edge's 
last game Palitmn. That's where the similarity 
er.ds, unfortunately, because Palition was a 
bettor game. Not that Warlock doesn't have 
plenty to offer. 

The game takes pjace in an isometric-3D 
castle where you are the evil warlock trying 
to repel the forces of good by fading your 
orb of power. If you can find that you can go 
and do some serious GBH on the Lard of Light 
who's causing all the gocd guys to pop up in 
your castle. 

Yoii have to descend to the caves below 
the castle tc find the orb arid then return to 
the top of the castle where the LoL is, You can 
ha in one of three guises: the warlock with 
lots of magic power bur no might, a goblin 
With a bii of both, or a troll with a lot of rrught 
hu: no magic. Each is suited for different 
serous, of the castle, 

You get between floats using trapdoors 
and pentagrams and walk through doorways 
to change screens. On the way there are many 
objects and obstacles. Objects include food 
for strength, magical itr?ns and keys to unlock 
doors. The many adversaries include fair 
maidens, gallant knights and monks, all of 



whom chase you. There are static hazards as 

well. 



SECOND OPINION 
/ always thought fsir maidens were 

pneseiff purely for rescuing or 7, r h:s!cng 
away. Net so ir. Warlock they kill you. 
Ah weft, 171 just have to took 
else^hwe. This ts s pleasant game in 
et r ery respect: graphics, sosugs and 
gamapiap are top-rlass There are some 
hmnorOtss touches you 7?ill undoubtedly 
encounter suffice to jay ffiar in certain 
circunis&Fces there!! be laughter above 
you. RpM 

GREEK SCREEN VIEW 

Some rooms lose definition. 




The gameplay is fairly simple stuff, 
complicated only by the changes of appear* 
anee and powers. What ts annoying is the 
control: it can be awkward, particularly in tight 
spots. At. excellent game to look at but not 
thai inspii iag to play. B W 



FIRST-DAY TARGET SCORE 
20,000 



The Verdict 

GRAPHICS 

□ Great use of colour to create 
_ atmosphere. 
1Z Detailed, interesting characters, 

SONICS 

_ Title rune and same rice effects. 

GRAB FACTOR 

I Addictive IO map and explore. 

■ Control is awkward in places. 



78% 



SB% 



66 



'A 



64 % 



The good, the bid. i*l the Kiruirvc graphics 



STAYING POWER 

J Plenty of castle io yet through 

■ Mostly exploring and link adventuring. 



AA RATING 



~l Nice changeling feature 
■ Otherwise laefcs originality. 
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FEUD 



Bultdogi'Masttrcrame, £ I 99 tail, foyttick or keys 

Yet another label from Mastertronic, perhaps 
trying to disguise its consistently large volume 
of releases. This first title is a bank between 
two brothcrr- who also happen to be wi?sT(is. 
Naturally when these guys fa! out you can 
expect fireworks, You play Laoric, one of tht? 
wizards, and have to battle Leano-ric to the 
death. Now is that any way for brothers to 
behave' 

The battle takes place in a very pictur- 
et*f Mi landscape, where you shuf fie around in 
long robes. At Che start you're standing behind 
your cauldron and can then wander off to 
explore the woods, river, houses, graveyard, 



SECOND OPINION 

Fabulous graphics, aboy9-9verage sound 
effects and a £2- price tag should have 
made this game a winner. i*ack of 
gajtteplay. dearth of exulting joystick- 

bending action and want of 
wannanoihergo material tefFeud dowrt. 
Stilt, it's a neve- lata! and only nvo quid. 



GREEN SCREEN VIEW 

All is visible. 



walls, plants and olliei scenery. Most of this 
is just to create a maze that you ve got to learn 
yotat way around, 

The basic aim is to collect together herbs 




to make spells which ycu then casl al I he other 
wizard to destroy him. The herbs are found 
dotted around and hav& to be picked up and 
retuir.ed tc the cauldron to mix the spells. It 
takes two particular herbs lo mix a spell. 

Thorp are 12 spells They can be offen- 
sive like fireball and lightning, or defensive 
idee protect and invisible. There are other 
:r.hab;tants of the village. You can also casi 
spells on them, but mostly they nsx get tn the 
way. One guards a garden, though, wluth 
contains many ol die herbs. 

The graphics are good, and so is the 
game concept. What is lacking is action. You 
spend i b of time searching for herbs 
followed by shod bursts of spell casting activ- 
ity. It's a difficult long-term task that w:ll 
provide plenty of enjoyment but justs lacks 
some excitement. BW 

FIRST-DAY TARGET SCORE 
10% 



The Verdict 

GRAPHICS 70% 

l_ Well- designed, colourful scenery. 

CI Good animation for characters. 

SONICS 60% 

C Pleasant title rune. 

■ Very little in- game sound. 

GRAB FACTOR SR ' 

■ An awful lot of just wandering around may 
put you off. 

STAYING POWER 71% 

G Once you know the game's layout and 
start battling, il gets much more 
interesting. 

□ A very tough wizard opponent. 



AA RATING 



I Original concept, 



70% 



AGENT ORANGE 

AVF; Argus. £6.13 cas, joystick or keys 



Don't worry: this isn't a laeky game about the 
Vietnam vrar or anything like that, it's well and 
truly removed from reality, in fact. You play 
an intergalactic flying fanner (we've a few of 
those round here at clogmg time on a Friday) 
out to make some cash ana to find a deadly 
alien weedkiller - hence the name Agent 
Ozange. 

You start hy landing on a planet also 
occupied by alien formers. You ri^ri launch 
ji-.c of. your ships to battle the aliens and plant 
your cropa. The planet surface set;; lid horizon- 
tally and ts viewed from above. You, are armed 
with bul'ars;a number of hits on an enemy craft 
will destroy it. The aliens can shoot back. You 
have only a limited number of ships, and 
initially their shielding ls very light 

You also have a limited number of seed 
pods that car be planted in clear areas of the 
planet surface. These must cope with compel i- 
tion from the alien crops and the natural 
vegetation. Destroy an al;en and it leaves 
behind a seed pod which you can pick up and 
use, Once all the aliens on a planet are 
destroyed you can get down lo harvesting 
your crop. 

You can destroy the alien crop, but noi 
thE natural vegetation, and harvest your own 
crop to return to the moihership. After this is 
Loaded up you can return to home base. Here 
you can buy better ships if you make enough 
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SECOND OPINION 

I enjoyed Agent O, Tl:e detail is 
phenomenal but. badly Set down by lack 
of (colour, tins makes playing the game 
rathci a hunt it's difficult to distinguish 
berw&eii buildings and -alien ships- The 
saying "If it moves-,, " would be apt il you 
could see anything move! Still, pounding 
ma diy at the Fire button is fisi. RpM 

GREEN SCREEN VIEW 
dearer in green. 




Ave up, -irmcr Gj'm. locks iM w«tfier's (toing m 



money and then progress to (he next planet. 
The aliens get tougher and come in greater 
numbers as you try to get to the eighth planet, 
where the weedkiller you need to colled is 
found. 

The gtapliics are detailed but once again 
A'r'F fcas failed to use the CPC's glorious 
colour capabilities. The gameplay alternates 
between blasting and harvesting and is fairly 
addictive BW 

FIRST-DAY TARGET SCORE 

5,000 



The Verdict 

GRAPHICS 61% 

I Detailed ships and background. 
I A'nT's usual very-mono outlook on things, 

sonics 55% 

J Nice tide tune 

■ A few pm! nl ui-game es leers. 

GRAB FACTOR 71% 

_i Blasting and harvesting combine well. 
□ Good ideas like seed pods, growth 
cycle, trading ships, 

STAYING POWER 57% 

■ Eoth stages become very repentivo. 



AA RATING 



Nice idea but where's the colour and the 
depth? 
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ACTION TEST 



SENTINEL 

Firebird. £9.95 cass, £14 95 disk, \tty$ only 



This is not a game that can be described as 
ordinary, lf's an origin aj concept that lias 
created a game with 10,000 landscapes and 
gameplay unlike anything you've played yet. 
'The aim of the game is simple - in each of the 
10,000 landscapes you have !o depose the 
Sentinel. 

Each landscape is based on a gild 
system, the blocks forming slopes and plains. 
You control a robot who can only stand on Oat 
surfaces arid not slopes, and starts the game 
at one of the lowest points on each landscape 
The Sentinel starts on the highest point and 
you have to get above it in order to depose it, 
However you can't actually mqve. 

You get around [Jus seemingly impos- 
sible drawback by creating another robot 
which you can then transfer into. This seem- 
ingly cumbersome method of getting around 
does in fact work extremely well and requires 
strategic and rapid thinking. Cheating a robot 
requires energy - and this is the key to the 
whole game. 

Each landscape has a limned amount of 
energy in it in the form of trees, boulders and 
robots, These can all be created or absorbed 
by you. At the start of the game the landscape 
is dotted with trees which you can absorb to 



boost your energy. You can then build piles 

of bounders and put a robot on top, raising 
your position in the landscape, Having created 
a robot you transfer to it - and reabsorb the 
robot you just left. 

The only problem With this happy state 
of affairs is that as soon as yon affect the 
energy balance of the land, the Sentinel will 
spot this and begin to runt towards you Once 
it is facing yon it starts to drain your energy. 
A hasty move is required if you're going to 
survive. If you haven't got enough time or 
nerve to make a controlled exit you can always 
hyperspace to a random square, but that will 



SECOND OPINION 
Sotuuiel is rather diifet&m from the run 
af-the*im!I software produced of late. It 
has thousands at locations thanks to 
fractal graphics Although not all siies mv 
portioulai-fy giumting. original gameplsty 
and steer size will jrraan many late 
mghts. RpM 

GREEN SCREEN VIEW 
Perfectly clear 



also cost energy. 

The basic energy unit is the tree; a 
boulder is worth two trees and a robot is worth 
three. When the Sentinel absoibs energy he 
redistributes it as trees on the landscape, If 
you transfer between robots while being 
dtained you can look back to see the Sentinel 
turn the robot shell into first a boulder and 
then a tree. 

Your robot can scan around the land- 
scape, much like the Sentinel, but much faster. 
You can also move the camera view up and 
down to get a complete picture of the sur- 
roundings. The higher you get the more 
impressive the vsew becomes, for more of the 
landscape comes iwo sight 

If you manage to get above the Sentinel 
so that you can see the square he stands on, 
you can absorb him. All you've got to do then 
ls transfer soto hb Kiuixt and nyperspacs 

This will give you the Code number to another, 
more difficult, landscape. 

Later landscapes introduce ar.other de- 
velopment: meames. These are created by the 
Sentinel from trees if i- car: see you. They don't 
drain your energy but force you to hypenspace 
to another spot. 




* TWi've abiora do now Is tryiifer mtmd twpwrwa' e code for mother Und m p* 
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^r to the robot on top of cnc : ; 3*V at i he prrmovs robot shdl. 




cok down on his %$. 
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>«x has be*n c«tcd ui tcf. ot :• p fa o» bouWerc 
.jnds above llir : - ■ 



Setitinal is a totally original game - a 
marvel of programming, it deserves many 
plaudits. El requires quick thinking and a 
tactical mind to get far. At first you may find 
things confusing, but once you've grasped how 
to move around and gain height you should 
fee] more at home The landscapes vary 
widely and present, many different problems 
but look superb. My only gripe is that the 
action can become repetitive despite the 
immense number of landscapes. 

This is a game you will either love or 
hale. Personally 1 think it's fust the sort of thing 
the software industry needs lo experiment 
v.'tth more. It's worth getting just for curiosity. 
Most people will get hooked working through 
the landscapes , BW 

FIRST-DAY TARGET SCORE 

Depose Qrst Sent: 



The Verdict 

GRAPHICS 

C Landscapes look del-ghtful 
D Good use of colour and object 


90% 

design. 


SONICS 
B Not a lot. 


25% 


GRAB FACTOR 

C You'll marvel at its originality. 

U Absorbing gameplay. 


92% 


STAYING POWER &8% 

J More landscapes than you'll ever need. 
■ Might get a bit repetitive. 


AA RATING 


90% 


Originality like this deserves a reward 
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lis split-level racing game incorporates all the excitement of the race, 
track, in fact many race tracks, as it features an icon-driven track 
designer that allows you to construct your own tracks as weH as select 
scaled Formula 1 championship circuits. 

One or two people can play and have their own 3D view Some 
ingenious programming has made the feel of controlling the cars very 
realistic, and you can even bump and push your opponent's car ii you 
want to play dirty! 



NOW AVAILABLE FOR / Qc7 

AMSTRAD CPC / XV.VQ/ , , 

Also available for Spectrum 48/128 and / a>j.jO/ 
Commodore 64/128 



5C*rflf"M* (MUflKSiE?© TM!)ff/tlttnrtH)«<trnPIWIi i T J7 sAliJWmMWEMSSSSveE itiOTemn^ii^^itiirwwrtiiiftiAM^tfVxgwiWuitttB 



Please send me a copy of SCALEXTRIC* AMSTRAD CPC cass £9.95 D disc £14.95 D 
SPECTRUM 48/12B cass £9.95 D COM M0O0RE 64/128 cass £9.95 D 

Name . , 



Address . 



Please make cheques aid postal order payable to Virgin Games Ltd,, and postto a* jj™j 

Virgin Games, 2/4 Vernon Yard, Portobelio Road. London W11 2DX. Please do not post lacllIUS 
cash, 







ACTION TEST 



NINJA 

Maswrtrwc, 12J) 1 ) ciss, joyst ck or ke^ 

Mry's is another martial-arts game (surprise, 
surprise*) This one. however, strays from the 
normal path of righteousness by adding a 
princess to be saved: You rri.-j.st save "Princess 
Di-Df . the pearl of lite Orietir, who was taken 
prisoner by the evil Master of the Palace of 
Pearls. 

Yen start off at the bottom level with a 
few opponents to fight never more than one 
at a time. You car pick up deathsiars (shuri- 
keti) to throw at your opponents. Four or five 
chucks of these will render your oppor.cri 
dead. Ha falls into a ylou of greasy mucus. As 
well as deathstars, you are equipped with a 
'slashing" Samurai sword 



SECOND OPINION 

A i first sight this xeenis a very playable 
game. S\n thai s deceptive because the 
action i$ too difficult and repetitive With 
<t Itttle more tweaking this could have 
be&n a fftJOri game but as it is t don't 
care font. Doubtless it wilt sell well hu: I 
■ rot there will be some disappointed 
people. BW 

GREEN SCREEN VIEW 
Goad dyoice of colours 



The movements available are jumping. 
punching, kicking and hitting. You need nor 
kill all the enemy on each level to progress to 
the next. Simply f:r.d the room with a hole in 
the roof and jump when diroctlv beneath u, 




Opponents get meaner as you get higher. Each 
progressive level adds an opponent to each 
fight. 

Along the way. as if killing a Tew hundred 
ninja warriors weren't enough, you must pick 
up idols which Princess Di-Di has dropped to 
test your worth. Wbar's with this woman? Does 
she want to be rescued or not? 

Well, all right, far lite ptice, ifa not bad 
but In i«d up making allowances far budget 
games and really don I care far it. The graph- 
ics are very plain, and the sound lacks volume 
and realism The- game is difficult, perhaps too 
difficult. You know those mnja films where 
every character's mouth moves for about a 
second either side of the speech? We'll, this 
game emulates thai very well; you press the 
keys, and a *ecund later your bloke moves. 
Ah well, :t is only £& CB 

FIRST-DAY TARGET SCORE 
Look at level four. 



The Verdict 

GRAPHICS 52% 

_J Characters are well depicted. 
B Boring OH oi colour. 

SO NIC S 31% 

■ Thwack, splat, 

GRAB FACTOR 62% 

Fighting and exploring at I: rat 

interesting.. 

■ Quickly gets repetitive. 

STAYING POWER 51% 

[_] Completing the whole game is very 
difficult, 

■ Getting far at all is too difficult. 



44 RATING 




H Not mar 
around. 



darts games 



WEST BANK 

Gr*mim. UM cats, £9.9? disk, joystick or keys 

There have been attempts made before to 

establish a "mid-range"' pries far software at 
about the £o mark. Previously they've failed, 
but with prices soaring at a discouraging £10 
the time may be ripe. Personally 1 hope it 
succeeds because thja is a good game and 
I've always felt that £10 ior a cassette game 



The Verdict 

GRAPHICS 

J Delightfully drawn and colourful 
characters 

_' Good animation, 



72% 



sonics 63% 

J Western tune plays throughout game. 

GRAB FACTOR 75% 

I Fast action needing sharp reactions, 
i Deceptively easy to start with. 

■ Very frustrating to shoot someone 
accidentally. 

STAYING POWER 67% 

As the game continues and 
concentration slips, li gets harder and 
harder, 

■ Lacks variety so it will lose interest. 



44 RATING 



' Great price 
succeeds. 



hope this new bracket 



and £15 for a disk s far too much - it actively 
discourages people iron-, buying software. 

Enough preaching The game is an 
arcade tost Oi reactions and observancy- You 
are in charge of a bank in the Wtld West and 
have to protect it against the many wicked 
would-be robbers. However there are also 

innocent civilians merely trying to put money 

into the baric. 



SECOND OPINION 

This has pleasing graphics and enough 
gnntepfoy to justify t& price I became 
more frustrated the turtbfit t proceeded: 
thu game fwj.« harder but the tasks 
remain the same. KpM 



GREEN SCREEN VTEW 



Chmt 



Three dOOia open and close on the 
screer,, revealing or.e of cite motley characters, 
Youl! need to become familiar with each one 
and watch behaviour patterns, Some deposit 
KiOfiey: others shoot quickly. Some you must 
watch carefully: they may draw their six sheet - 
era or just pais quietly on Two nasty pieces 
o; work will even barge in on an innocent 
character. 

Yen have to collect money at each of 
twelve doors, then you can paas on to rhft next 
level and more, faster characters. At the end 
of a level you havft a shoot-out with Three 



characters, If at any stage you shoot ait 
innocent character or get shot yourself you 
lose a life. 

Trie graphics are excellent and the 
gameplay guile addictive and demanding 
D&fi n no! y worth the price. BW 




To shoot or not to Shoot* That H the question. 
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ACTION TEST 



TT RACER 

Digital Integration, tl?$ tats. (14.95 di*k, foyvtKk or kcjfi 

This bike simulation uses the unusual method 
af connecting two computers through senal 
btteriacof sa that two p'ayars can play simul- 
taneously. 

Hie re is an emensive menu of options. 
Tin first is to enter your initials. Second, you 
can choose the engine size of your bike, thus 
giving the class of race in which you will 
conipeie The:t there is Racing Competition, 
whore you choose the skill level- This controls 
the speed oi the compuier-comiolled bikes 
and the ease with which you will crash. Fourth 
ik the track .selection, where you may choose 
one of twelve circuirE from around the world. 
Neui you can choose wliether you ride the 
tracks in listed order, or in the order in which 
they would be during a proper Grand Prix 
season. You can also choose whether to 
practise or compete. 

The seventh option allows you to Choose 
the number of players. However, unless your 
mate brings around his computer (or you have 
ihree miles of cable lying aro'ind} and you've 
both splashed out £30 on an RS232 serial 



SECOND OPINION 

Despite the jerky graphics T found rh.s an 
cnjoy&hlo simulation. The key hes in its 
flMartrroir to. detail, giving you more fe&i of 
realism than 500cc GP. The computer 
opponents are more interesting and 
provide a rezsonabte chsilengo. It's not 
too convincing deciding when yon crash 
but fftaffe fust as wp.U because it usually 
lots yon get iway with murder at high 
speeds. bw 

GREEN SCREEN VIEW 
The road ahead is clear. 



' » 



il- 






interface you will only be able to play smgle- 
plsyei. You can also choose automatic or 
manual gears, and whether the display shows 
the road or your racing instrument. 

Each race involves Ifi riders, and can be 
saved wherever yon slop, During racing or 
practice, you can stop at the pits to refuel di 
change tyres. 

Movement is very slow and jerky and I 
really dislike the moving horizon, the angle of 
which changes when you bank at a corner. 
Once again, the sound is the same hmrrnvm 
you always get in raring games. 

But if you want a bike-racing gam*, tlua 
.3 the better of lhe two in this issue by quite 
a long way, mainly due to the extensive options 
allowed. CB 

FIRST-DAY TARGET SCORE 
Gompiete one circuit 




,;. .] 



The Verdict 

GRAPHICS 67% 

— For a racing game, the bike depiction is 
good, 

■ Very jerky and lacks detail. 

SOHICS 37% 

■ Very standard and unexciting revs and 
crashes. 

■ The music is mediocre. 

GRAB FACTOR 71% 

LI With so many options there's a lot of 

initial appeal. 
U Very easy to drive. 

STAYING POWER 59% 

' As with all racing games, there are 
always best times to beat. 

■ fj:herwise n lacks much challenge. 



AA RATING 



The best ftmssrad bike simulation so far. 



& 
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500cc GRAND PRIX 

lorkidVAitivisioi 1 ! , (f.?9 <an. tH.M &ik, joystick or kep 



Drag or your greasy leathers, choose one of 
12 major circuits from around the world and 
roar off on your electronic mean machine. 

For each track, you can practice or 
compete. There are a total of Six bikes in each 
meet, The game can be played by c-ne or few 
players ilia screen splits to show both al 
once - and the computer controls (he remain- 
ders 



*># fw 
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Playing controls include manual or auto- 
matic gear change. The bike has six gears 
ar.d neutral. Each part of the split screen 
shows speed, revs and gear selected. Each 
screen follow* fee respective rider, which 
meana that sometimes you see your bike on 
both. 

The biggest difference between SOOcc 
Grand Prix and TT facer • also reviewed in 
this; issue - is the method used to show the 
bike. In th .s game you see it from behind, and 
when you bank left or right at a comer you 
see the bike bank. TT facer, however, shows 
the rider's view, and like most flight ssmlator^ 
shows the angle of the horizon changing when 
vcu bank at a corner. 



SECOND OPINION 

I itauHtly like rwopiayer games, 
particulariy simultaneous tactngones, but 
this Mt nje cold, The steering is very 
awkward b&Cctuse of the ovcrstccr t and 
the computer bikes don r prowde much 
variety These cemtttA difficulties spoii s 
graphically vory pleasant gamA J too 
preferred TT Racer BW 

GREEN SCREEN VIEW 
.Vo hshnst-visor difficulties here, 



I didn't like either of these bike simula- 
tions and wonder why there has never been 
a good bflto or car game yet for the Amstiad: 
Of the two. SGOco CP is worse. Graphics ate 
very mediocre and sound is the standard 
boring racing-game brnrr. CB 

FIRST-DAY TARGET SCORE 

Complete a circuit. 



The Verdict 

GRAPHICS 63* 

C Movement is a lot smoother than TT 

Facer, 
■ Bike depiction is fuzzy, 



SONICS 

■ Fizzle, spit, pop, pop, 

■ No music to rave aboul. 



17% 



37% 



GRAB FACTOR 
Easy to get drilling. 
I Consols suffer from chronic oversieer 



STAYING POWER 
Tough to beat computer 
D Two-player actor, is mere fun. 



AA RATING 



Not as good as TT Racer. 



54 : 
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ACTION TEST 




Ttus game was written by a total lunatic. This 
in'ert?stinrj snippet o£ information ts contained 
in the cassette, tniay and refers to Richard 

Apl:r, who is responsible for both the game 
and its instructions. However, if fins- game is 
■anytfcir.y ta go by then lunacy IS a highly 
dwrabie sta;e for a programmer - lis excel- 
lent. 

You control *' hebcopEer that has to soivc 
pu^les and overcome obstacles in a inane of 
surjieis, nooffis aad shafts, in order lo uimm,,. 
'.Vcli.. you know how these scenarios go. 
Aoyway the. idea is to win. right? The playing 
area is well desagr-ed with excellent use of 
colour. well-defined features, devious puzzles 
and attractive scenery. 

The JteEtcopier Li a very advanced title 
dream machine with lets of capabilities. Toil 
donlhave to worry about bumping into walla, 
floors oj ceilings with it. As well as flying 
freely around you can use. pick up and drop 
onsets, ge: help, look at the game clock, 
commit suicide, fere a laser and. pause the 
game. It also- hss gauges to indicate fuel. 
better;, store. Uves r objects carried and a 
device counter. 

These aie several types of object that 
Can bs picked up including fuel, amino, tefe- 
keys, bombs and oxygen. You can carry only 
four a: ones af\& you also face a weight 
restriction. Objects have different weights, and 
if yau overload the chopper it wit! be unable 
to fry or will ascend very slowly, When and 
how to use most objects' is pure common sense 
but experimentation as always is sliH needed. 



SECOND OPINION 
Excellent gr&phics, gratifying sound, 
superb gamephy, magnificent price, 
lunatic programmer, cute helicopter and 
centipede as well. What a wonderful 
game! RpM 

GREEN SCREEN VIEW 
Clear and lovely. 



The game is full of dangers that can sap 
the battery power: a life is lost: if t* reaches 
zero. You're also in trouble if you run out of 
fuel, because then you cant fly. Most of these 
;nst lavs to be avoided, but some car. be 
overcome if you use the right object. 

The puztles consist of locked doors. 
one-way doors, Things that have to be sho(, 
switches to throw, bombs to explode and SO 
on. It you seem to b* stuck then just search 
around for a switch or scmethxg ta shoot at 
Another important innate is the teleport sta- 
tions. 

To teleport you need a "etekey and the 
code of the srataan you want to go lo These 
arc written imo the scenery, along with ■■< i-l 
of other messages from the programmer, arid . 
ara revealed as you activate certain tilings in 
the game, If you goi the ■■*»!* correct you anie-i 
a sub- game winch has to be completed in 
order trj complete the transfer. It's a terrific 
version of Cvmpede, which could easily be 
modified mho a budge: gam« in \in own right 

Another rice feature is a sxaitsmodulalor 
tla: allows you to change an object JiHo fuel, 
ammo or a battery Tl ere's an option to speed 
up the action but the slow mode should be 
fme fee most people. You can also Soj 




// 



T « he 

feuIIiS bjiV 



copier's poauon at certain points so (hat if you 
dio you don't return all the way to the start. 

The graphics are Qxco'leW. ever, down 
to the sub-game The sound includes robot 
noiso ar.d some wacky-sound, t'.u ride music. 
7: - puzzles and exploration aren ,p too cough 
bui t;ie:e s enough complication to keep you 
plugging away for a good while. A superb 
budge: title that you'll love from the start BW 



FIRST-DAY TARGET SCORE 



The Verdict 

GRAPHICS 

Excellent use of colour. 
L! Well- designed features and scenery. 

SONICS 

' Nice rotor r.Oise and title music. 

GRAB FACTOR 85% 

F<tsy puzzles to get you into things. 
Great sense of humour in messages. 

■ Control and menu systems can be 

awkward. 

STAYING POWER 84% 

J Plenty of problems to keep you. going, 

■ Too lough in places where small mistake: 
can cost you dear. 
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SUMMARY SECTION 



HOLLYWOOD 
OR BUST 

MiitercfQflit, CI. W eais, joystick only 

Nor one of MastBrtronic's better efforts. You 
wander around a large film set looking for five 
Qscarg. YcwYe harassed by cops and ghosts 
and occasionally chased out on to the street 
for a Keystone Cops sequence. You have 
custard pies to fight 'with. Simple gameplay, 
yukky graphics bur s. jolly time. 




42% 



65% 



The Verdict 

GRAPHICS 

n Large animated characters. 

■ Very blocky design, 

SONICS 

U Jolly tune throughout game. 

GRAB FACTOR 36% 

I I Challenging exploration/mapping task. 

■ Only one life and too easy to die. 

STAYING POWER 30% 

■ Just exploring and the odd bit of pie- 
throwing. 



AA RATING 



Cheap but not very cheerful. 



10TH FRAME 

US Gold, £9.?9 mss, £IO? disi, \ajsikk «sr feeys. 

Initially di5apposntir.g simulation of ten-pin. 
bowling, but it -grows on you. Lane display is 
too smail and STength or hook commands are 
hard to determine - but with practice it 
improves. Has kids' option, league or open 
bowling and up to eight playeTs. A decent 



sunukliur that would have benefitted from 
more specracular graphics and easier con- 
trols. 



The Verdict 

GRAPHICS 30% 

■ Small, indistinct lane display. 

■ A ball's-eye view would have been better 

SONICS 24% 

■ Wimpy sound effects and no mostc. 

GRAB FACTOR 47% 

■ Not easy to get the hang of control 

■ Unimpressive graphics pill you off. 

STAYING POWER 69% 

__ Quite skilful if you practice. 

_ Up lo eight players and three skill levels. 




_ The one and only bowling simulation 



LITTLE 

COMPUTER 

PEOPLE 

ActFviHon, tM.99 di*. keyi only 




VoycilMSra for conipuw carers 

A ravel idea for a computer pet. An LCP 
moves into a house on your screen and you 
have to look aher him and his dog. They're 
always men (very chauvinistic) and demand 
plenty of attention Toy can play card games 
Kith them and watch them as they go about 
their daily business. A curiosity rather than a 
game, suitable for lonely hermits and those 
with a taste for the umisuaL 




The Verdict 

GRAPHICS 58% 

_. Good animator, on mam character. 
._ A well kept, tidy house. 

SONICS 20% 

. Depends or. his record ooliechon and 
piano playing. 

■ Our guy Dwighs is ?or=e-deaf. 

GRAB FACTOR 50% 

: Depends on whether you like him or not. 

STAYING POWER 50% 

■ Dwighl gets on my nerves. 

I I But you may become good friends with 
yours. 



A A RATING 



A bold, original concept. Try it and see. 



BRIAN 
CLOUGH'S 
FOOTBALL 
FORTUNES 

COS, £H-?5 CJii. 1\1M dtik, k*yt only 

A combination ol computer and board game 
that works well Up to five players can take 
the tola ol a football manager and guide their 
dub through league, cup and European action. 
As well as skill Trie game relies on the throw 
of dice taking the players around a game 
board. An excellent family-entertainment idea 
that football fans of all ages will love. 




The board, «r<k and other ij-ijuipmeriL 



The Verdict 

GRAPHICS 31% 

■ The computer part is just menus. 
The board and cards ate giea: (does 

this count?} 



SONICS 

■ Virtually none, 



72 



GRAB FACTOR 

3 Easy to play. 

Q Combines computer and board game 

well. 



STAYING POWER 



77% 



With up to five players you'll have lots o: 
ran. 



AA RATING 



J Great entertaJnttwni for all 
■ Not cheap. 
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The Final Challenge 




Launching soon on: 



Spectrum £7,95 

Amstrad, Commodore tape £8.95 

Amstrad r Commodore disc £ 14. 95 



For mail order enquiries please write tor 

NMC Limited, PO Box 67 
London SWI I IBS 
or call on 01-228 6730 



ACTION TEST 




Disk-only games are something of a rartry, 
which is a surprise when so many peopie own 
&€4s, Si 38s or disk drives for the 464, This 
mates ;t aU the more pleasing when one does 
arrive and it turns out to be a real cracker. 
You are a Techno-scavenger out to plunder 
the planet Kororus ol its technological trea- 
sures found deep in the planers rifts. 

At firsT sigh- The instructions look daunt - 
ingly complicated. B-Jt fret not most can be 
ignored to start with, read them laser for 
in-depth knowledge of the game. There are 
SO rjts that you have to get through by a 
mixture of exploration, shoot -em -up, strategy 
and luck. There Are two sections to the game: 
on the planet surface sn your 'rover" where 
everything h«s to be done quickly, and back 
in the "scwtcrsfl" where (rungs are much more 
leisurely. 

You first have to launch the rover into 
the first rift. A craggy, shadowy Landscape is 



MENU: this allocs y&j to oil ch« soutcrah, ■qq- a 
hu k mi a bo xnm a a irutsagc window, 



MODULES; up » dx mwiulci cm be bmHed here, 
Thffy're totour -coded and ha«w 4 symbol iqdtui"i| 
their race of origin 



SCANNER: guld« you no :hc nearest hulk - j tBE 
centre the pihk dot'it the top of the elrclt and drive. 



POWER: shows the energy avjubibte id yaw weapons 
And bow truth ead> Shot *<H use 'frwn tilt nCiervt. 



SHIELD indicates the strength of the shied i I black 
bars it very bid news indeed 
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ACTION TEST 




revealed, changing smoothly, quietly ^nd 
convincingly as you drive through it. The use 
of fractal mathematics to create the feeling of 
perspectiniie and movement is excellent: if you 
drive across a slope the view even tilts 
tnHftWfitafly. Above and below ihe planet view 
are instrument displays. A cursor appears 
within the view, 

You're driving around the rift in search cf 
"hulks' : that you can loot for their technological 
artifacts. However you are continuously htcs- 
ed by guardian saucers trying to stop you; 
they have no qualms about spilling a Sew drops 
of scavenger blood. The on-screen cursor 
aims a IsseT which can destroy the guardians 
- but watch qu: for their return fire, 

Once the area is clear you can send our 
a : 'repo-tech'' 1 robot So loot the hulk. It will bring 
back a module that you can store in one of 

six spaces on. your ship, two 
of which are already 



filled. You can then go off in search of other 

hulks until you've got six modules, run out of 
hulks, or just feel like a break from the action. 
At this point you just need to get clear of 
guBtrdianE and call the ship. 

Or. board you see your "Psytek Science 
Droid System Arialysjei-" silting amid lots of 
high-tech gubhms. He will analyse the various 
modules youve brought back and give vera an 
idea of their usefulness. There are seven types 
of module. Once installed they give your rover 
different abilities with weapons, shields, pow- 
er, radar and so on. You can dismar.te 
modules you dont want or store them for later 
use. 

The robot is quite nicely animated as he 
performs tasks, moving his arms and hands 
around slid ahufOinq the modules on s con- 
veyor belt in front of 

783^ lum, At this stage of 

__ events you can 

■*^p also move to 

p^ the next rift, 

skip 














System identification 




Thew: *re the wstpms (bat «n be Iwwri fr«r hu:ki vk 


(he scdet abn:?i iney prowdc. 


t 


Laser; colouc-tod n& s irnpcrtarr.. ati* 


o 


Power reserve; stores ererfy, us*rfLl 


their varying strengths; rrijttiple hits may 


whf n \..yr% *F»ppn's 




be needed or ffuiriisn! 










* 


FtadarL Iocm^ SypF*. D-'ob|ecl bcta'-qjmg 


© 


Shield: cobu'-coding ts af^n iiipprtont 


X<j the rice cf n gin. 


for ('ipse are your rnly rlpfprwp 










^ 


EOM: -Hikes the u«r rirder ic ct;c:i bv 


dS 


Generator: very iTipurt.int « if wippl'e^ 


the guard ians. 


<-fl 


the pewer for il ! ttie othe' un:s. 










H~i • > 


Drive: n.ckis to or dungei the rcivt-f \ 
ability to move. 



SECONB OPINION 
This is a lovely game to watch. The 
fractals are very realistic. The 'landscape 
is never soil: you get a great feeling of 
movement and perspective. Even without 
those wonderful graphics Rift is 
Absorbing. The tendency To blast 
anything that moves is strong but do that 
and you won't get far. There rp-a large 
expanse of playing area that has to be 
searched and lots of hoiks to loot- Which 
reminds me, 1 haven't found the test of 
them yet... KpM 

GREEN SCREEN VIEW 

Playable, but cohHir-codirtg is very 

difficult to distinguish 



a rift, load or save the game, and return to the 
same rift. 

As you collect modules you can deal with 

more difficult rifts and more numerous and 
more skilled guardians. An important pare of 
This is she colour-coding of the guardians, 

■weapons, modules and pulfcs. Sin colours are 
used. The greatc-t the difference between a 
weapon and shield colour, trie mote likely 
damage is. to occur. For instance, a purple 
Laser $ best against yellow shields and a blue 
shield defends best against a blue laser, 

The graphics are excellent, smooth-mov- 
ing and realise The saucers and hulks are 
colourful and weAJ designed, and they explode 
wo Li too. The gamepiay is a mixture of breath- 
less rushing around followed by long pauses 
io regain composure, and will get you hooked. 
The strategy axd depth of the game take time 
io come out but are important yo'j'il need to 
work hard to gel very far, An excellent 
addition to any disk owner's collection- BW 

FIRST-DAT TARGET SCORE 

Loot all hulks in rift I 



The Verdict 

GRAPHICS 92% 

LJ Smooth, Jasi fractal graphics. 

n Colourful. weU designed ships, 

SONICS 63% 

■ No muse to speak of and few effects:, 

GRAB FACTOR 87% 

L_ Fractals and features will amaze 
immediately 

■ Strategy elements take time to discover. 



92% 



STAYING POWER 
_ 20 very testing rifts. 
] Plenty o" depth as you progress. 



AA RATING 



: What disk owners have been waiting 

for. 
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Commodore 64 available November 20th 
Spectrum & Amstrad available February 




Sales dept,. 

Castle Lodge, Castle Green, 

Taunton, Somerset TA1 4AB 

ErMJ land Telephone \0S2 3 1 544G? & 5 W29 



Trade enquiries to Qentres 
on 021 356 336 



software getting harder . . 



DIRELL 




/ 



I 



Avenging Angel 

Available on Spectrum, Amstrad & Commodore 



DURELL sales dept., 

Castle Lodge, Castle Green, Taunton, Somerset TA T 4AB 

Telephone {082 3) 54489 



R.R.P. £7.95 




IREN 

Of TWA RE 




"Without a doubt Siren Software have produced some of the best disc utilities 
ever seen on the Armcrad range of computers." Amtix! January 1987 

DisrnvFRY * NEW * DISCOVERY PLUS * hew * 

■^■J V^VJMJMLIV I -j-^e ultimate tape to disc transfer program 

TTT[ "Discovery Plus ir.ua be On.- titaat advanced and probably most cffitieix tape to rape disc transfer utility to data " 

■ Amsirad Act«sn December 19S6 

Th* program wilt u aiiiftf more game^ to dtst than any other tramlcr program. The first person who can prove otherwise will 

receive twice his momey back!! 

Discovery Plus coniisii of 4 easy to use programs that together will transfer an extremely high proportion of your software oiwo 

dsic. 

Asc ilKJjtiHd is ttei.uk on }m>w to transfer over )00 games. 

Sjft©r Screwdriver Award Amtix! January S987 

Discovery Pfus onty £14. 99 on disc for the 464/664-6128 

Updates 

If jf an hnw oi.r oM Discovery program send it back to us and we w I send you the New Discovery Plus for only £5,99 (or £8,99 if 

you have Discovery on taj>e) 

Trnnsmat owners, send us your Tr-jribmai to receive a £2. SO discount if yew have the disc version of Transmit or £1.00 if you 

have ^he tape version of Transmit. 




Tape to 0<S£ 1 rrinsle* Prcqram 









MASTER DISC 

THE DISC USERS UTILITY 

MuitLr Di*t contains a disc copier, directory editor, fast 
formatter, sector editor, deprotector, disc and tapr head readers. 
tram (Mtc, tr<in<, tape, disc map. typeftlc. durnphle and zipdisc. 

'Ttiv p;w!tige tcetTti to work very wait on thv (i/ft range of machines' 
Aentix! June 8£ 

"Btch suction ^ fatly documented with clear and precise instructions" 
Amiuc.'Junt 86 

"Tim Satin pctttoge really does offer you quite a lot hr your money" 
Amstrad Action June 96 

"So far we text* yet to find a dttc that it cannot copy front it L-vcn copra 
unformatted dnci " Amtix} June / 9Bt$ 
Master disc available on di« only £ 1 2.99 for the 464. 664 £128 



PRINT MASTER 

The printer utility md enhancement package, No pi ■uitui owM should be 

without this 

This unique suite of programs will allow you t« make i\w mou of your 

DMP?0CO or any EpsoT compatible prater. 

+ Superb large 14 shade printer dump of any niflde D screen 

* Large black and white dump of any screen, in any rrvodc 

* Fast character dump, of screen 

* ArtLi7ing I6K interrupt driven primer buffer 

* Print out Wei from moit wordpr«e$so'5 {Proiext. Tauwerd eici in a 
variety of fonii, si«» and stylus. Include serpen dumps as illustration! 

* 10 great fonts included 

A terrific font designer allnw« you ro create your awn fontt 

This spectacular package is available » di*e only for your 
Amstrad 4d4'664<6l2B. Only £12.99 on di« 



Siren Software, Trafford Technology Centre, 43 Elsinore Rd, Manchester MI6 OWG 1 

Tet: 061-848 9233 




ftmstrcid owners ocmnow 

iransfer any piogi am to disc at 

tape at the touch of a bulton. 64 K in just 

1 4 sees, from disk The New MKI I J is much 

faster locding with, unbelievable compression. 

using less space on your disk Undoubtedly I he best 

copier available today end th& Only one recommended by 

the Amsliad Users Club, Dan'! settle foi less. 



Please state your Amstrad No CPC454. CPC664 or CPC612B 






MIRAGE 



Mioioconp„-erj 
Linn (led 



In case of difficulty order directly from: 

Mirage Microcomputers Ltd. 

24 Bank Street Bxauitree, Esses CM7 7UL 

Tel: Brointree (0376) 48321 

Telex No 937400 Ret Z82380O1 



Available from good retailers everywhere 

£49.95 

Existing Mirage Imager Owners 
Update you model for just £5.95. 



CHEAT MODE 




Bob Wade checks out your tips, pokes and game-busting ploys. The best ones could win an 
entire Issue's AA Raves! So why not send your latest gem to: Cheat Mode, Amstr&d Action, 
Somerton, Somerset, TAN 7PY. 



scoords et soRcer^y 



Rack in iiisue 14 we prxtad tips 
on tlus dungeons-and-dragons 
game. Here a some additional uv 
rormaaon from P Newman uf 
Uungannor,, 

1 Fighting or magic skill IS incre- 
mented by 1 pony fot every 3 
mor.sfDrR kfUed, Which skill is 
increased depends on which 
mcr.u was used at the monster's 
death. 

2 Unarmed combat Avenluafly 



earns the skill Dodge, and d un- 
armed combat skill is high can 
Mann the attacks! 

3 Shield stops HaCit.'Lunge bill 

not always. 

4 Attack defence does the- same 
amoun: ot damage to the attacker 
as it did to you. 

5 Lunge kills any monster that 
has its back to a will, 

G Hrifk dlways kills a retreating 
monster 




Paul Vincent of Worcester tells 
us of art odd tip for the budget 
strategy game. When prorr.pt cd 
10 load Ehe data (or a or* -player 
game, load the data ior the two 
player game instead- This pro- 



duces weird effects: the master 
droids arc? unarmed, many of the 
warrior droids are armed with 
anmhilators and many droids arc 
invisible except in fire mode. 




Legend of Kagc 

Tim Jones of Kettering has some 
tips thar should help you complete 
the oriental game easily if you 
hadn't already. 

Level 1: Wait until the runja 
guards ate oti the ground, then 
cluck down and press lire. When 
the dragon king comas, keep 
walking until he comes behind 
you. then turn to face him, duck 
and fire, Keep going left until you 

see a pink thing on (he branch of 
a tree. After getting this go right 
until you have killed enough mnja 
gn&nis to go to the next level 

Level 2: K#ep jumping diag- 
onally to the right and keep firing 
until enough nir.ja guards have 
be*n killed. 

Level 3: Keep lumping di- 
agonally left and keep firing until 
you roach the foot 

Level 4: lirsr 30 left killing 
the ninja guards and the diagon 
king before you get to the stairs. 
Go up them and then go 10 the 
right and do the same as on the 
first floor. Keep going up the stairs 
until you reach the roof, Defeat the 
dragon king and rescue the girl 



Mikie 

The second Konami game to be 
poked by Tony Hoyl*prev*nts 
the teacher, cook and oiher char- 
acters, hom harming you. If you 
touch i hem, they will pass straight 
tlirough you. Type In and run the 
listing. 



r 



' IHkie -- sin 

' by "c^y Hs/Le 

1 Anstrad Action Apr i 1 

G0SU3 iJ 

CALL i>3fl.5:G0T0 2*1 



S 7 



33 

78 
88 



5PEHCHJT"c ' 
HEHOfti UV 

L0.*rVkie.sbr",&H3 




THE NIPPER 



Want a nice easy way ID gar IO0W 
naughtfnees? David Pugh of 
Worksop has the answer. 

Fust find [hft kpy in the far 
iafi jaKten Go to the museum and 
enter the room on the leit. The 
radiatol will have disappeared so 
go through the gap. Find a way to 
get to the door at the lop and you 
fall through or, to a fireplace. In 
the next room you'll :md a hom - 
take it and leave. Co to the police 
station nnd doril come forward but 
walk left to the bench. Blow the 
hpin and. hey presto, the naitghiy- 
■■ r - er magically starts to rise, 



Asterix 

Paul Evans of Leeds has sent in 
tips for the gallic cartoon charac- 
ter's game that should enable you 
to compleie : it. 

1 Go off the top of the first 
screen, turn left behind the rock 
a_id get ore piece of the cauldron- 

2 Go right, up right and find the 
second piece. 

3 Find a centum n and iheii don I 
move on the fiohling window. 
You're put m a cell. Wait tor the 
door is open and then dnnk the 
potior, before fighting the glad- 
iator. Ha will ri 1 s^ppear> leaving a 
piece- of the can.drott, 

4 Find the cell key and get 
captn:ed again and you will find 
another piece of the cauldron in 
cell V before exiting ihrough cell 
IIX. 

5 Thfrc'i 1 piece el the Cauldron 
in each of the two Roman camps 
ar.d one in front of a fcutfdir? :r. 
the town. 

6 Keep stocking up on hams and 
avaid fighting roo many centurions 
and it's easy 
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CHEAT MODE 




The budget games have taken a 
beating -.his month. Stuart JUlUey 

of rjhorleywood, Herts, supplies a 
poke for infinite lives on, Master- 
ncnics 1 highly playable Xosl 



1 


• XceL 


I 


1 by 


Stuaf t Asn ley 


3 
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IB 


HfMORy SB'H^OAjrmeL" 


26 


POKE 


tfelMCf 


3D 


CAli 


W0B0 


to 


POKE 


8J227,B 


45 


POKE 


83228,881 


5G 


FOR i 


t«SBiBB TO «BEfi7 


60 


READ 


as 


65 


?0SE 


j(//ALC'8"+at) 


7ft NEXT 


CU. 838X6 


» 


3ATA 


3E,80,3;?,A4 


40 


DATA 


33,C3,5p,6A 




/Wv 



Til 




Here is an unusual pnlce from 
Stephen Bastard of Crewe, Che 
shire. The listing below will load 
in a saved game from Zoids arid 
alter ;t to give you maximum pow- 
er, bullets and so on when you 
reload it into the actual Zosds 
game. 



? 

3 ' 

T9 

20 

30 

43 



' lo-ds 

' s/ Step 

1 Amstrad 

HOSE T:> 

FOR c = -2 

RMS d:P 

PftiltT*?* 

load a Id 

53 «INT;fi 

69 *0KE 2B5 
,255: POKE 
2S5&7,2$$ 

70 PRIKTPo 
save lev 
a <ey r 

83 call Sob 
"roiiiarog 
93 EH9 
130 3 AT* I 7 



ner Ba 

A : t i e- 
EH'CBY 

00G TC 

QKE C, 

si tier 
IDS S* 
LL ftZif 
12,255 
285ri4 
PCKE 
Sition 
g«re a 



sford 

n Apri I 87 

42006 
c:NEXT 

:ape to 
VEB GAME" 

Bi 

iPWCE ^$503 

,255:PQKE 

<S5G9,255 

tape :o 

r>d press 



lS:sawe 
.■',b,2847y,1094 

,63,111,205, 
211 



SPACE HARRIER 

Here arc both tape and (lis It pokes 
for' this highly addictive game 
horn Elite. The first tape poke is 
courtesy ol Declan Kennedy who 

iiwpiftiii!-: Armagh in Northern 
Ireland Ii prevents aliens shooting 
Ht you and gives infinite lives. Phil 
Howard, rot wishing to be left out 

of the action, has suppiii^d anoTlt&r 
terrific poke giving a rapid-fire 
Option and extra 1 vhh eci fhe 
cassette game. The disk version 
ebmefi ftorn RpM and scopii aliens 
bring at you as well as giving you 
Intiuie lives. 

Enter Dedans cassette pokn 
with Method I. Questions will 
appear on screen; just answer yes 
or no for (he required effect. 



want infinite lives or aliens 
dor.'t shoot, run thus routine. 



that 



87 
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1 ' Space Harrier -- tape 

2 ' by Declan Kennedy 

3 ' Anstrarl Action April 
10 OPENOUT'T 'tHEHORr (3B5: 

CLOSEOUT 
20 NOtE 1: BORDER, 0:TOR J 

TO UlftEAD f.lM »,y 

MEJiT k 
30 HK 1: PRINT 'INFINITE 

LIVES (Tf/Mj ?" 
',0 *I = IJPPERJ(1NKEt!>!IF 

ilo'T' AND alo"N" 

THffe 40 
50 CLSiPRlNrStOP .ALIENS 

FIRING C ¥/M 3 1" 
4B bS-UPPERSUNKOShlF 

bSo"*" 4I4D hS<W 

THEN 60 
7E rQDE 9 

80 HUD" !scrfD"4Cfl0fJ 
H L8»&":slotk ,, ,i3e6 

ice :f i$=' r THEh poke 

8D7M 
111! If dJ="1T THFK POKE 

8134C,3:PQKE 81646,0: 

POSE 8l04E,fl 
120 C*U S3B6 
ljC D*T* 0,26,6,8,0,9/2,25 

,15,3,16,10,13,21,14,29 

Use Method 1 lor Phil's rout- 
ine. It keeps your Hong finger 
intact, as it gives you rapid -fire. 
For extra lives press D which wTTI 
pause the game; resume it '.van + 
for an extra life. 
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1 ' Spatf harrier -- tape 

2 ' 3v "-it Howard 

1 ' 4*wrac Acion AarM 
10 &U4 L2 / 2fl,fi'i,3E,a3,CO 
IS CUA 6f,06,CB,67,2S,33 
30 UAH 3A,0",C6,fE,5?,2a 
A0 04TA 0!l,5t,3? i ,fl7,06,C? 
50 DATA ?1,£F,0D,36,C3,Z3 
60 BATA 36,0B,23,36 f 3l,HF 
^0 DATA 5£,SF,12,C3^4,33 

90 HEMO^T 8IEP:W0DE 1 
100 FO* »*8100 TO SI 29 
110 REA* : -S*:= = VAU"S"+AS 
120 O'Dte »,a:y=y++a:^lEX" 
130 IF fOiBV- THEK 15B 
140 U>A>"BJKK",83B6 
15i CALL 81 t! 
160 & *IKT"0ATA EftftO^ ! " 



The disk poke should be 
typed sn and saved to the original 
Space Hairier disk. Whenever ytm 



Jkl 



1 ' Space rlarfer -- cij< 

I ' by Rp« 

J ' Anst-jd Acfn Ap-i 1 fiT 

18 DATA 5E,BVCD,3E,Bt,l*£, 
35^1, 0?,flF^CD,77,liC,2T, 
r I D,6t,CD jf 83^C,CD/7A/BC, 
31 

23 DATA A6,flE,3l,A6,3a^C / 
£t>,J£,BE,32,A>,S},{.3,6D, 
St,£l,T7,0 r ,^,0^BF,3e, 
?B 

^0 CAT* CD y lE,BB,20,2E,3E, 
2E,CD,1t,eB,20,31,18,F0, 
{D,55,Br,21,3l,EF,CD,0C, 
BF 

iE DA'* ^,?3,i;D,lE y EiB^0, 
25,3E / 2E / CD f 1t,EE,2E, i E, 
18,ia,3E J ,59 r ':D,iA,EE,C9, 
3E 

58 DATA 4E,C:,5A,eB,t9,C0, 

r)5,BE,Ar,;?,r4,0t>,c3,uc, 

aE,C3,3B J ,8E,C3,flC / BE,CP jr 
OS 
40 Pft!« 8l,Af,3i,iC,1B,i;, 
(D/fl,i2 / 4E,K,C3 / 96,33 / 

(D,00 f 0C,C3,86,63,^5,4£, 

70 DATA 5i,45,7E,fE,a9,a, 
CD, &A, 86,23,^3, 0C,SF, 04, 
01A9^F,^6,'.9,AE,49,54, 
45 
80 DATA 20,U,49,5M5»SJ i 
23,?fi,^,2F,4E / 29 / 23 f 3F, 
23,00,0D,0A,0A,50,52,i5 f 
56 
90 DATA 45,AE,5'h,20,t1,iC, 
49,45,4E,53,?fl,5.1,4fi,i-, 
4F,J4,4^,4F,47,20,26,59, 
?F 
100 OATA 4E,29,20,3F,2e,fl8, 
e6,4B,C5,CP,*9,B3,;l,ie, 
FS,C9 
110 FOR t=8BE80 TO 4BF=E: 
fAO aS:P3SE t,¥*L("6" 
aS):t:=b*VALI i"+at): 

20 I- Dt>2J16fr THEN PRIM 
JMRROU IM DATA M :S:0P 
ELSE CALL 88E80 

Space Harrier 

Tips :or Hlite's lightning-faat sfhoot- 
em-up by Ken Murfitt of Crawley. 
f^ach level is accompanied by a 
target score to reach at the end of 
it, and on the lateT levels Ken Just 
suggests where to go at the start, 
Genera tips' 

Mast formations consist of three 
or four aliens on the earlier levels. 
Dragons are easy to kill when 
they come toward you. move m a 
clockwise direction Ground the 
edges of th& screen and don't cm 
corners. As the dragon moves 
away blasr it as much as possible. 
Don't try to £y over ground objects 
on Tovels I, !5 and II - you can't 
If you don't 4ke :ackling triads 

(black aliens that open ard close] 

then move to the bonom left of the 

screen, 

St Age 1 - Moot: 385.000 

Stay at bottom left for the first set 

of aliens. Alter second formation 

go bottom right, bortom left, ktll 

triads, bottom left, botiom right. 



txttrom left, kill mads trie dragon, 
2 -C«« 707,000 
Bottom left, botiom middle, middle 
right, bottom right, bottom left, 
then kill faces, 
3~Jtmsr; 13M.000 
This level txjrtiiiimi lots of red 
t'lobs. To destroy them move left 
and right about halfway up the 
screen, duckirg to avoid bullets it 
necessary, After first formation go 
bottom right, bottom left, bortom 
right (watch for bullets), thrqo sets 
of red blobs, bottom right, more 
blobs. Then dragon. 

4 - CierteJ: 1.327,000 
Red blobs at bottom of screen. No 
dragon. 

5 - Otitis: 2,000,000 
Middle left to shoot birds, Level 
ends with faces stay ir. middle of 
the screen and shoot thnm as they 
appear 

6 - LliCA&ia: t 400.000 
Bottom left, bottom middle, bottom 
right. Watch out for two sets of 
triads later in the level. 
J-/da.'2.75O,O00 
Stay in the middle of ihe screen 
far first forma von Spend most of 
the time on ;ho ground. 
J - lie W; 3.900. 000 
Bottom rtyiu. bottom ion, bottom 
right, dragon at end. 

9 - Mtitfo; 3.300,000 
Slay around bottom- left area, mov- 
ing to avoid bullets. Faces at end 
of level. 

10 - P*rms: 3,700.000 
Middle left. Dragon at and 

11 - Drail: 3,900.000 
Ouile a short level. Bottom right, 
bottom left Watch out lor mixed 
formations of more thar, one bind 
of alien. Faces at end of level. 
W-AiuWH ,300,000 
Spiay bullets along bottom of the 
screen Dragon at end. 
13- V/«i: 4,600,000 
Two sets Of tr:ads at siarr of level. 
More mixed formations. Dragon. 

14 - iVafUxa. S.IOO.OOC 
I think this is the liAideiit level, 
riddle toft to start. Watch out for 
new triad Formations which cariT 
be avoided by Hying at bottom left 

15 -JWfctfe 8,600,000 
Middle of screen for firsit form- 
ation, Mfirft trtixed formatkjrB. 
IS - Ahsymbei Godsmi: over 

e.ooo.ooo 

Four dragons- Stay in middle for 
first ahen. Game Smshcs after 
fourth draoori 

Moon buggy 

The final of Stephen s pokes for 
the Cattipjfsr Has 2 games giv&E 

mfinite Ih'R* t"or another highly 
frustra^Hg game. 



1 ' Hoonhjggy 

I ' by Steahei Hooper 

] ' Amstrad Action Apr i L 8? 
IE MEMQR* 13033 

II HODE l;LDAD"Pft06" 
3E POKE 88771,3 

41 CALL 3fl/^^ 
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Dragon's Lair 

Here are a couple of pokes - one 
for lape. (he other for disk - for 
the multi-loading game from Soft- 
ware Projects The cassette ver- 
sion comes to you from Phil How- 
aid who mauls Arnold's memory 
and wanders the streets of Map- 
porley. The poke, entered using 
Method I, allows you (0 select the 
level of youi choice, 

1 ' Dragon's Lair ■- tape 

2 ' PHi I Howard 

3 ' Ams t rad Action Apri L 17 
10 DATA t5,£l,M ,113,11, Ff 

20 DAT* 7t,AF,CMl/BC,1fi 
30 DAT^ 14,7A,27,0B,3P,A3 
40 DATA JMF,27, 39,43, 73 
50 EMU 33,0B,3O,2F,2D,7F 
60 DATA 3? / SB |( <(6,4R,20,&1 
70 DATA 21,67,25, J6,A7, 21 
86 DATA iA,25,73,?l,»B,8E 
v0 DATA l?,19,$E,23,56,F:D 
ICO DATA 53,5F,?5,C3,17^5 
Hfi CLS;IN?UT"L£VEL M ;n 
120 IF n<1 Ofl n>9 THEN 1 10 
130 y=0 

H0 I OR jt=SBE00 ru HBEJB 
150 READ »S:a=tfU["*"n*) 
U0 POKE x,a:y=y*a:«EXT 

170 IF ? <>£'icB THEN 190 

180 CALL 6BE0B,n 

190 PRINT'DATA ERflOfi!" 

The disk poke, giving infinite 
lives for Dr&gon's Lair comes from 
Paul CUwer b Walsall, West 
Midlands, Just run Ihe poke below 
to put it into effect. 

1 ' Dragon's Ui r -- di sk 

2 * by Paul Clewsr 

3 ' A«s t f 3<f Action Aari L S7 
10 0PEW(H J -I"j":nEH0RT S2W 

20 aOS.EOUT;LGAD"i)L" 
30 POKE 825*3,0 
40 CALL &?M? 



Android 2 

Stephen Hooper of Great Wyriey 
Staffordshire, has given the games 
on the Computer Hits £ compila- 
tion tape a good going-over. .An- 
droid .2 from Vortex is his first. 
Enter it using Method 1; it gives 
infinite lives. 



'1 ' Android I 

,2 ' by Stephen Keeper 

l 3 ' Anstfad At t ion Apri I 87 

13 DPfcHOUT'V-tHEKCR* 2699 
23 LQaii"AN&2Mr,27fW 
33 POKE 10274,0 
V3 CA„. 3700 



Never again 

Commg up are four tips which ]"m 
stek to death of seeing t in print- 
ing them this once; she next time 
someono sends them in Til call the 
Spanish Inquisition and l he comfy 
chair into action, 

Terra Cognifa: fly onto the 
first extra-life square and then 
timfishift to the beginmg. RapeaT 

Zub: the CTRL "Key operates 
a planet scanner. 

RaUtid in the Caves picas 
(he down arrow key as you enicr 
a cave to tjo (o Ihe next Level with 
large bonus points. 

Las! but not least ihe most 
repealed and boung cheat of all 
time. Galactic Plague: press the 
'ft" key to take yon to the next 
level, A bonfire will groat the next 
letter containing that tip. 




From Dioghcda comes a tip by L 
Moroncy on Albgala's boil-em-up. 

On the title screen, move the 
arrow to about one character be* 
Low the play one box, then move 
slightly to the left and press fire. 
If you are In the collect spot the 



anew will change colour. If n 
doflsnV, keep moving the arrow 
and pressing Fuc ur.nl it does. 
Once the arrow has changed col- 
our start the game and when you 
press Tab you will get ihe secret 
map, 




There was an excellent response 
to the request for a playing 
guide to the Electric Dreams 
thriller, but the one that came 
out on lop was from Bkaskrr 
Paitdyn of New Brighton. Hon- 
ourable mentions go to lain Puz- 
rfj'e of Strathavcn. Darren Wil- 
liams of Warley and L Moronoy 
of Diogheda. 

First off, align y oui iWrstfl 
gunsights to the head height of ar. 
alien this is fuel ahovo the centre 
of |he door-lockir.g mechanisms 
Mow. makir.g as much use or ihe 
map as possible, move Ripley all 
the way to the generating room. 
Do this quickly, witroui stopping 
(0 fry ary aliens, and you Should 
make it with stomach intact If 
B 1 1 lev meets a sticky end, you 
might as well restart: you need a£! 
the help you can get. 

Once inside the generating 
room you should kill the occupy- 
ing alien and than clear away any 
growth on the walls, before blast 
mg the locks lo clone the doors. 
Mow move Ihe other five charac- 
ters to the control room, Clear il 
yf aliens and growth, leaving one 
person inside with ihe doors blast- 
locked. Now you should initiate 
some little mental interrupt rou* 
tines to remind yon regularly TO 
remove growth from both the 
generating and control rooms. If 
you dont do this, when either 
room is cowered with growth the 
lights wpl go out. 

Now you're on to the exciting 
bit so wipe the blood off the hole 
in your Sllul and warm up your 
hands; here we go.,, 

Rush the remaining charac- 



ters who are still alive but not 
guarding Ihe control or generated 
rooms down the long eastward 
corridor leading to rhe third sec 
tor. and then lo (he 5x4 block of 
rooms just Before die Queens 
chamber Rest the characters 
when possible and assemble "he 
remaining three or four (hopefully) 
in the room Just before rha Queen's 
chamber, ready for the final as- 
sault 

Move {lie first character into 
Ihe chamber ana rotate until you 
have found the Hashing mass rhat 
is ihe Queen. You must destroy it 
quickly and begin removing all 
the growth frurn the walls. Whan 
you etther. run oul of amino (keep 
■ ■■ ioi killing the alien in the 
ammo room, if you survive to 
make it there) or are impregnated, 
rngvs the next character into the 
tray and continue to remove the 
growth from the watte 

When alt the giowth is re- 
moved you should receive n mes- 
sage from the company congral- 
dialing you Now move all your 
surviving chajractera oul of the 
chamber and return 10 ihe MTOB- 

During this final stage yeu 
may now start shooting aliens to 
bump up your credit totals. It ho 
longer matters if any chaiacturs 
die, but you must have at least one 
alive and ready in the room before 
the MTOB returns home. The other 
characters should now make free 
use oi the ammo room lo replenish 
ammo and carry on blasting, 
When you're down to one charac- 
ter move into the MTOB and an- 
other company message will ap- 
pear and you have won. 



A Method- 1 poke for another of 
MasterlrdniCs' budget games. This 
destroys all dragons guarding var- 
ious chambers and removes nas- 
ties- in certain rooms. You have 
Panl Sevan of Basildon in Essex 
to thank, 



1 


GQiden Talisman 


2 


by Pat. Bevan 


3 


."ms:r3!; Action *sri L 37 


13 


INK e,e:BOR0E* 0:NODE 1 


20 


IhK i,l;:NK 2,24 


39 5 f* 1:FaPER 2 


40 KtPOR* 531* 


45 


MV'ZWtHti 


5B 


FCfl t = 6377 TO bin 


*5 


POKE f,flt«£K7 


H 


POKE 61 &2,3 SOOk* 623^e 


n 


CALL 5323 




GOLDEN TALISMAN 



Going for a record number of 
poke submissions, Stephen Hoop- 
er has hacked one of Mastcrtror:- 
ics' magical budget games. It re- 
verses the effects of the sliding 
barriers. Instead of sapping ycur 
energy they now increase it. Be 
careful That you don't over- Fill your 
energy; otherwise you'll die in The 
r.grmal way. Enter via Method 1 . 



1 ' Gulden Talisman 

I ' by Steahefi Hooper 

3 ' An strati Action April S7 

10 WE10R V iS00:-C;D"CODE",S320 

2B PCKE 1o43i,43C 
30 CALL 5323 
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CHEAT MODE 




1 ' 


jdjn 


2 ' 


by T 


3 ' 


flUJt 


10 


>MA 


20 


DATA 


31 


JATA 


41 


>ATA 


>0 DATA 


60 >ATA 


70 


3ATA 


00 


3AIA 


90 


DATA 


iae 


OATA 


110 


CLS: 


121 


■Ofl 


130 


REAI 


140 


PCKE 


150 


IF i 


160 


pr:h 


1 T 


pr:n 


160 


CALL 


190 


po 



Last norths issue saw gu:te a 
spectacular set of pokes Tor Gaunt 
tor Here a re some more interest- 
ing pokes to add to ihe collection 
one lor tape, the other for disk. 
The cassette version is tram 
that prolific poker. Tony Hoyle, 
and is entered using Method 1. 
Press 1 for infin;le health or i for 
extra health when you pick up 
food. 

r L h - -- -Jtrif 

ory Hcy.e 

'ad *c T ion Apr 1 I S7 

£D,1B,B6,F£,31,2S 

tt, 2MB, BE ,34, 13 

25,5«,rj4,2V3,8t 

ll,7B,BZ,5E,^,f.!> 

41,81,21, ED, B1,3& 

SE,23,36,tB,?\Ai 

fl?,5o,t4,23 r 36,ZSi 

C3,ED,S1,CD,'4,U 

21,9s, jm*,",:? 

ZM3,3M6,03,fl? 
y*0 
v=£8Efl3 T3 S8E3& 

x,B;ysy+a;*En 

= &K67 rHE« 1^0 
"i; INFINITE HEALTH 

V'2) EST*.* 30HUS" 
£SE0fl 

T'HTl EIHKH!' 

Gorilla .s trie name of the 
person sending in the disk poke 
for GaitMter. The only other irJor- 
mation we have ott ihis elusive 
character is that he swings on the 
vines of Hull. 

The puke writes to the disk 
- make sure to lake the wnte-pro- 
teet oil And lo type in the data 
carefully. You are given infinite 
health and super character status 
where all characters can fight in 
hand-to-hand combat as threaten- 
ingly as Thor and have magical 
powers to match Merlin There is 
over, a poke That will enable two 
players to be the same character. 

1 ' GauriLe: - iJist 

2 ' by fieri, La 

I ' UaiFati Action Apri 1 $7 

10 Sijlr = E-lFCR *=S*09F TO 

%mt 

20 READ a 

50 POte s,VAL["S"*aS):sJ«= 

Suri + PlEK(a> 
^fl HEXT: If sum<>7292 THEN 

PRIM"*rror ; n data":STUP 
50 NODE 0:P«INT"Iisert 

Geurut'. Disk" 
60 PRlNPPress a Itey...": 

CALL &8BU 
70 .(KATE 1,23:;HPtr" 
Bestorr- to rianat 

UfH> ";aS 
80 ade=*9152 
90 'OS t«29 TO 32 
100 *0i9 t=*11 TO 113 
1 10 CALL *tfl9f,add,5,t 



*20 1U~ s,t 

150 HEAD t,s 

'40 If t=-1 THEN END 

1SflIFyolia7-Hfr, 196 

fifl *eab K,y:|-I *<tnm 

THEN i1=a:s1^:GCT0 
19# EiSE READ I 
173 IF aS = "n-' 0« ■$ = '".' 
THEN POKE »>y ELSE 

PCKE t,7 
ISf t&TC IfcB 
193 a = 0:bHILE aO003: 

d=d-l:kENC 

203 Cn„ tteBMiiaa^M 

213 t**;s*j 

223 fiO'C HE 

?J0 data dd,5MMd,4*,*2, 

dd,6e,fi<.,.fld,66,0>,"*,a3, 

df,t2,1fl,cS,dd, S6,00,dd, 
5*,B?,dd,4e,SK,dd,6*,8o, 
dd,66,B7,df /5,i9,t9,3t, 
M,tM?,f4,fhVe,v?,a&, 
M,tZ,B2,lit,0B,cr,B>,at, 
flfl,c5,fl2,0<-,0B,t&,&^9', 
BC,(i,B2,B*»,BB,c : ,0i/3i, 
ee,co,fl2,03,6&, 09,00,31, 
c5,B? 
241 CAT* ttMWMi'AW, 
«ie,t:&, 07, S3,M,Bl},0B,B0, 
eC,00,B0 
250 DMA 2S,S11 
?(-,« ' Hf>a.th=9?aa 
VI DMA &1245,B9?,fr20 
280 ' Infinite health 
29E DM* i'136,ic?,fc:0 
33E DMA 0,U1 
3 IE ' Super [Tsratts* 
III DM* l'la1,2SS,i8«, 

255,*«,tHa7,25S,s6i 

33E DMA 39, SIS 

540 ' Two p Layers can be ore 

eharar-f r 
35E DATA fc'17 3/ &2[;,£b» 
36ff DATA -1,-1 

A Her giving a select ign of pokes 
for the- US Gold game last month 
we've received some nwga-lips 
from James <uid Willium Metfatt 
of Shepperten. They're very 
comprehensive and should ah 
low you to progress well even 
without the pokes. 
1 Merlin is the best character lo 
choose: he becomes the? most 
power Ful or.ee all I he potior s have 
been collected. 

% A single-player game is much 
boner than a two player qamc 
btHjiiuyf all the food, potLons and 
poms go to one person. Also 
co-operation car; be difficult in 
tense situations, and with practice 
it's jus: as easy to survive with only 
one 

3 Oufy cider can be poisoned, 
and you can tell th^s by the re- 
flectior, on the bottles- Poisoned 
food has only a single-pixel reflec- 
tion whereas healthy food has two. 

4 Fight hand-io-haric] only near 
food or potions: although you, gam 



moic v.pT.tfi you lose more energy. 

5 NEVER fight rund-iD-hand with 
ghosts, with the possible excep- 
tion of when you're near good 
potions. 

6 You can scrors only 399,939 
points so unless yoj arc going for 
levels, kill yourself off ic gel your 
score on the tables. 

I You can get only 9.999 in health 
so if you are very close to this, kill 
all the monsters on a level and 
then eat the food, to gam the 
maximum energy For the next 
level 

8 ShOOt penned food to avoid 
accidents, because losing a hard- 
wor. ability potion Is frustrating. 

9 IKf, ( k it : ifio Wisely: Thor and 
Thyra can. kill only deaths; ;hey 
Only harm other creatures even 
with the magic enhancer. So if 
you're using twa players let Msrlin 
or Ouestor have the potions i: they 
are playing. 

10 In areas with a lot of deaths, 
evsti if they can't harm jpsu, kill 
them with a potion because- you 
gel 2,000 points for eat : i 

II Or. large, open levels it is 
often best to TVn arg-jful *o Find 
lood, magic and the exit rather 
thar light because if you're sur- 
rounded you lose a lor of energy 
and generators are usually hidden 
from your shots by walls. 

12 Try to shoot generators as 
soor- at possible or you will jusi 
get worn down. If you can. shoot 
then through any gaps in the walls 
where nothing can get you. 

13 If demons; threaten a potion 
or magic, it may be worth using 
magic on them at least you get 
some points and your magic is 
i t.j]aced. Du 'Jus only if you're 
Merlin or Questor. for the other 
two leave some demons to shoot 
the potion, 

14 In treasure rooms grct Thf; 
ability potior, if one is available: 
treasure gives you only a Few 
points anyway. 

15 If you arrive at an open area 
with a lot of monsi&TR, mov* hack 
until ihe generators arc :ust off the 
screen and shoot anything you can 
sec, Then move forward sbghtly 
and shoot the generators Von can 
often lute up with one and walk 
forward with a fired shot so that 
it hits before any monsters can 
rnaiertalise. 

1 6 Many levels may look new but 
could be another ieve^ rotated 
through 93 or ISO degrees. 

17 Sometime* it is not worth 
clL-anng a level - just find the exit 
and leave because few points may 
be gained but much health Lost. 

18 Don't rush food rear ghosts 
because you will lose more than 
yau gain, but shoot with careful 
single shuts 

] 9 If you find yourself ix a room 
with a long row o: generators you 
must try to destroy them as soon 
as possible, because they will 
release many rnoKEters Move to 
wards one end of the row th^n 



turn to face the generators, then 
shoot it and move up the row as 
quickly as pos&ibLe. ignoring the 
monsters until alt the generators 
have been shot. 

20 Don't touch the traps, unless 
you kaOW wluch walla will dis- 
appear, until you have killed all 
the monsters you can. Sometimes 
traps must be touched to finish a 
level in which case it Is besl lo 
touch il as soon as possible, so 
that you don'i have to backtrack 
later. On some levels a may be 
very dilricult to see a trap again** 
the background, $0 look very 
carefully. If you still can't find it, 
go into all the corners llml you can 
tmd. 

21 Dodge demon fireballs if you 
can: they dc a Lo: of damage and 
will soon wear you down, 

22 If there are no oiher mor^ters 
around, try to fight lobbera hand- 
to-hand because they dent fight 
back. 

23 If you must choose between 
picking up a potion or a key, get 
the potion: if you get stuck at a 
door and have ro key you can 
always wait for the doors to disap 
pear. 

24 Try rot lo let Ihe doors dis 
appear' the keys disappear with 
them and arc worth 100 poiniSj 
each. 




Heartland 

Last month we had several pokes 
far Odui's game. Stephen Basford 
adds to the collection this month 
The pokes work on either cassette 
(use Method 1) or disk systems. 
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ireah^i Sasfo-c 
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HODE 
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:BOROE0 c 
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40 


<itV 
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HE*ar 


f &1FFF 




59 


LOAD' 


"ihea^tpi 


:.bin",t£HE 


60 


LOO 


'Ikin.bir 


",W99i 
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»0XE 


ilZH.t 


" Inf. fne 
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»0<E 


!L725,G 


1 inf. tie 


9H 


'(SKF 


lS03fl,8 


' ir', *nqy 


n 


1 if 


33 fflOflStf 


's sieving 


n 


POKE 


4J9S0,fi: 


PCKfc il9S1,fl 


H 


POKE 


45982, 0: 


FCKE Si9/B,J 


M 


POKE 


I39TC,*: 


PCKE S397D,3 


M 


■ 1 

>p A m m 


S?v9@ 




t? 


Dili 


26,B,I,« 


6,13,12,26 


?S 


DATA 


?i,9,tt, 


2,H,2f,3 


?? 


DAfA 


6,15,16 
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Robbie Rafferty and Billy Wat- 
sot) of Edinburgh have sent In 
gome invaluable tips for the 
stylish flctivision game that 
should help no end. It's a de- 
tailed list of what monsters ap- 
pear on each level and how to 
kill them. 
Level I 

Troll - 3 led fireballs 

Rotofly - I red 

Biter bud - 3 red 

Dragon 3 red 
Level 2: 

Biter bird - 3 red 

Grep - 3 red 

Rotoily - I red 

Dragon - 4 gold 
Level 3: 

Bottleneck - 3 red 

Rp r ,oQy 1 red 

Troll - 5 red 

Dragon - 3 green 
Level 1 

Malloc - 9 red 

Puffer bird 3 red 

Bitor bard - 3 red 

Dragon - 6 blue 
Level S: 

Polyps - red. 3 green, red 

Puffer bird - 3 red 

Rotufly - 1 ied 

Dragon - 7 gold 
Level £■ 

Malloc 9 red 

Troil fi red 

RotcElv - 1 rod 

Draper* 3 blue 
Level V: 

Biter bird - 3 red 

Rotofly 1 red 

Rock Head - 2 green, many 

red 

Dragon - 9 red 
Level 9 (the seven -headed dra- 
■ j: :ti i Ot :;te right fireball for each 

head and juyt keep lumg until 

it disappears. The seven in 

order: red. gold, grofcn, blu&, 

gold; blue, red 



Biggies 

Tips for Mirrorsoft's goggled hero 
conift from Alan Young of Strath- 
dytio. They're for the arcade se- 
quences; the flight simulator was 
covered in issue 14, 
Biggies in. the air 
T'.y just more than halfway up in 
the sky and just less than halfway 
across the screen. 1 don't do any 
bombing bat that is up to you. Try 
to hit | he planes as they COme level 
with you, but if necessary dive or 
climb, firing non-stop. When you 
come to a group of guns climb to 
the iop- middle of the screen, so 
that you can dodge either way. 
Remember when you go hack- 
Wards '.o dive and go forwards as 
soon as possible to return to the 
initial post'-ior. 

After a while you'll near the 
weapon which has a radar dish on 
tite top. This will probably also be 
marked by many guns end a plane 
or two. Start weaving up and 
down, waggling, diving and climb- 
ing (\ Jickly and at random, other- 
wise you'll be shot down without 
knowing what hit you. 

Biggies in London 
There's not much to advise. But 
when you're being shot at, go as 
low as possible and try to watch 
the rifle. Sometimes you can fool 
the sniper as to vuur position, and 
he doesn't usually Kit you or the 
second building anyway Re care 
ful not to take too long; this en- 
dangers the second man. When 
moving the second man always be 
ready for the guard to double 
back and don't try to go straight 
across without waiting. 
Biggies on the battlefield 
This is where the pajnts come 
rolling ir=. Keep your gun blazing 
and learn the range of the hand- 
grenades. Use (he caves as much 
as possible. Once you've cleared 
a screen you can realty pick up 



llie points Go to just less than a 
grenade's throw from the right- 
hand side of the screen and wait 
lor the next lot of soldiers. Blast 
them as soon as they appear and 
repeat as many limes as you like 
to boost the score, 



Mutant Monty 

Infinite lives have been provided 
by Stephen Hooper for The Com- 
puter Hits 2 version. Use Method 
1. It's just the tonic for this frust- 
rating game. 

1 ' Mutant Monty 
I ' by Stephen Hooper 
3 ' Anstrad Action April 67 
IB NMWlf 3191 :nOH 9 
26 10AI>"CM£",S192 
38 POKE 38465,»;PvKE *1322> 
%i CALL 42919 . 



Hick Pa via cf Rugby has kindly 
supplied you With infinite lives and 
the opi.un of rapid- or auto-fire 
Enter the poke using Method 2. 
skip pasr the Erst block Remove 
;he line^ with the options you don't 
need - foi e*fttnp1e> if yott want 
rapid lire then leave out lines 130 
and ISO. 



.' ' bv Ni:k pa vis 
3 ' Ara=tr=c Aiti* 

Ld ito>: i 

53 ftP:N0Ur<P 

n ,e.^ mz- 

53 F(H 3-8 TO s 

133: POKE a£o({ta,vALi 

113 urn 

123 &*TA ?e;0<.,3?,*M**3?- 

(10,24, 
m poke tZ9lt,9 'tvta tire 

HI PUliZ9?« f ltl 'rapid 

r,J PMF S29^,n 'rip, af 

bull SCi 'or jcreei 
163 Ml BI&9B3 



Ap'i . 87 



■f+aS) 



Rri*n W arming'^ poke lor the 
disk version hag crossed the seas 
from Denmark, "us! type it in and 
run when infLr.ite lives take your 
fancy 



1 lur-i Ua 

2 ' by Iran 

3 ' Atn s : rad 
33 FOft a-il r 
43 Rffti> aS 
58 POKF 6*.* a 
it NEXT a:CS 
Efl SAT* 31, f 

IBB D*"A 31, 

I'M Dm 31, 

12A &m bz, 

130 MM 5E, 

140 HIS 41, 

1SQ DATA El, 

143 DATA 11, 



rri sr& - d j sk 
'J arm " 13 

Action April 87 
51 

,VAL< f*»S} 

l,6fi,Ca,11,,9& 

it, (I1,i2, 77,35 
4ft,32 / B1,lE,S8 
32,EB,5C / :i / flfl 

^7,41,40 
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£ft5& WATER □ GRILL 








AVENGER 




»& 



^■VSTES 




CHEAT MODE 




There were some excellent con- 
tributions for Rain bird's classic 
v actor-graphic shoot -em up. but 
edging out the competition by a 
short laser blast is Jason Grp&n- 
womT at Hull whe produced « 
comp-rehifinsive, informative and 
well-laid- out series of tips. 
There were aome other tremen- 
dous entries as well though, 
notably from Andrew Whifikt of 
BroadBtairs, Thtttnd^. Wmrin of 
Vosscm In Belgium, Riehaid and 
B Stratton of Ewe 11, Paul Prmt- 
dirgast of London SW2 and Ke- 
vin WaUbank of Chamock. 
Combat 

Ytmr mam task is to destroy Star- 
glider One (which i$ red), Mtssilfis 
must be used :o destroy tt see 
the table for more dototls To 
ensure a hit get very c;ose behind 
arid match Us speed and height. 
then firs. The same method ap- 
plies to other targets that can be? 
destroyed only by missiles. 

Whnii firing missiles from 
long range ut walkers and atomp- 
ers, take cute pot to hit any mis- 
ailft? they may launch at you. The 
destructive power of your missiles 
can be doubled if you ram the 
target and ate the missile -almost 
Simultaneously - a tricky inanoeu- 
vie but vary effective. 

The chamomc shuttle and ihe 
hoppnr don t appear until level 3 
but arc not worth die time and 
trouble it takes to destroy them. 
To progress to the neirt level Sfar- 
glider One Bluet he defrayed and 
your score increased bv a further 
5,000 points - that means level Z 
*t ID, MO paints and level 3 at 
2U,0W points. 

Enemy missiles can be avoid- 
ed by hovering: until the missiles 
come close, accelerating briefly 
and then flopping again useful 
when refuelling or docking. 

There's no right or wrong 
way to destroy the olftei targets 
with laser lir-e; jusi do what feels 
(he most comfortable to yau. How- 
ever the table below should help 
you select the best targets lo go 
after. It shows ihe number of laser 
or missile hits needed lo destroy 
a target. The number of laser hits 
required goes up one for every 
second level completed, and the 
missile hits go up onst for fivriry 
fourth icvol Mfestte'hits for Stargh- 
der One go up one for every level. 



Navigating 

To navigate the AGAV to bases 
etc. use the sector arid heading 
displays. The left number of the 
st-cior display is the easiest (*} 
coordinate ar.d the righl hand ore 
the north-south (y) coordinate. The 
diagram show? which headirg lo 
fly or :o alter the sector display 
correcdy lo get where you want 
to go. 

Refu eliing and ntatinittq 

Before you refuel at a ba.se or 
dock with a power line, clear the 
immediate area of ail enemy units, 
so [hit you wont be fired upon 
when it's difftmilt for you to return 
fge. For the same reason, when 
doclf wg with a base, turn around 
ihe base to meet the door. When 
it's facing you, fly straight at it to 
dock Your attitude must be below 
the first ir.ark on the altimeter bnT 
there's no limit to yoiir speed. 

When refuelling you must fly 
between the two adjacent lowers 
toward the single tower. Your 
altitude must be below the first 
mark and yout velocity below the 
third mark on the speedometer for 
the cells to refuel. On (aier levels 
the lowers will be switched off: to 
mm them on you have lo shoot the 
lop of the single tower. At Full 
speed the cells will last four min- 
utes and eight minutes at half 
speed, On the scanner, bases and 
power lines arc bluo and working 
towers have a flashing yellow dot 
between them. 

To pick up extra equipment 
fly over lc at low level. Proton 
missile has double the range of 
normal ones, rearvscw scannet 
allows you to see backwards, and 
reserve fuetpod tops up fuel in an 
emergency 

The following table give? the 
approximate coordi stales of the 
bases and powcrlines on each 
level 
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1; bases SO SO, II. TO, 

power 1 1/14, 8*34 
2: bases 3&M67, 9&S1, 

power 9m I, 38/41 
3; bases 11/11,70/46, 

power 33/63, B4/8S 
4s bases 9?;61, a3/10 f 

poworai/83, Mm 
S: bases 3810, 92/61, 

power 81 -85 
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, se.'BS 

36.' 10. 34/46 

■aawas 

SS/B9. 92/8! 

, 3&'CI9 
36/60, 41/46 
■ 37/1 Z 

20/43 
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Tony Soyle of 5f Artnes in Lanca- 
shire has also been attacking the 
compilation packs this time it's 
Kbiianu's Areade Hits. The disk 
version of Green Beret has been 
his first Victim The poke makes 
you invulnerable to attack and 
gives- Infinite Baioethzowecs, rock- 
et-launchers and greenade (FpM's 
i spelling - Ed) taur.cheis. To usa 
! the poke type it in and run. If F i . e 
not fajnd appears, turn the disk 
! over and try again. 

' 1 ' Green 3eret -- cisn 

2 * hy Tdi^ Hoy It 

3 ' Ainst rad letiott X%f\ . 8? 
SB HEH0?t &6FFF 

'it L0AD'dat3a,tiii",l7fi§e 
'?S POKE 171 £3, £80 

80 POKE &7161,&BE 

9P k=ABES3 

160 HtAD a$ 

110 IF aS = "Xr THEN 150 

120 POKE »,l/ftL("t"*at) 



THANATQS 



Petsr Fcatherstoite or Leeds has 
sent in the goods for Dwells 

sizzle r. It IS an -.nl:r.He- flame poke 

entered using Method 1 . 

1 1 Ttienatos 

t ' by Peter feather-stone 

3 ' A mi trad Act i an Ap-i L 37 

IS BMGEft 0rIN< 3,3: 

Ih-K t,18 
2fl INK ?,1:INK J,4jH0Bt 1 
3fl : 0fl f = 1 TO 4;ft£A9 *: 

READ b 
t0 00- lBC30,a;OLT 4fj:C(!,b 
SB NEXT f 
66 HEKORT H5B4 
7B LOAO"!303T" 
86 (OS 1-1864^ to 48644 
90 READ *:PQKE f y a 
130 NEXT f 

118 fo<E mn$\ 

i?a call jjm 

130 JATA 1,3Z / 2,43 # 6,?4,7,29 
U0 JATA 175,50,137,169/95, 
'64,93 
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Scuppered again 
ti has to be said that the pokes in 
ihe February issue had a few 
problems. Another one has stir- 
faced - Doon\dark's Revengo- A 
gain the problem was caused by 
the lino numbers toeing changed 
(the offenders have been placed 
in the Somenon stocks and pelted 
with rotten reviews), There's a 
simple cure to iho problem - line 
48 mids with the command jfttfl 
80 which should be goto *fl. 
The agony Is piled on by another 
renumbering error in March's 
Gaunitei tape poke - and it's a fair 
cop, guv', it was all my fault. The 
end of tine 40 should read then 
S3 instead of then 1Z8, and ihe 
end of line TO should read goto 
33 instead of goto 70, We'll try 
not to let this happen again. The 
Rood of calls we got shows just 
how ai'.roviiH,- it can be, In fact I'll 
stake my reputation a* a brain 
surgeon on it- 



How to win an entire issue's Rave software 

Since it's a special Cheat Mode issue and it's packed with 
many wonderful things, I'm giving away a few more prizes 
than usual - ifs crippling my budget but every winner 
deserves it. There ieht a single big prize because it was 
impossible to separate the high standard of contributions, but 
the following 10 winners can enpecl some goodies in the post 
soon. 

Jason Greenwood for Sssiqlider lips. James & William 
Moffatt for Gauntlet tips, Ken Mmrfitt for Space Hamer tips, 
Bhasker Pandya for Aliens tips, Peter Feldhntter for 
Av&ng&r map, Phil He ward for yet more pokes, Stephen 
Hooper for his five pokes, Peter Featheistone for Thanatos 
poke, and Stephen Basford for Zoids and Heartland pokes. 

By the way, we tracked down the sender of last month's 
Wizard's Laiz poke: it was Robert Brooke of Yeovil, just down 
the road from us in sunny Somerset. 
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"It is a strange craft that 

I control. The task before 

meii 

dangers immense. 

The loch awaits..." 
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Crusader cries INFOCOM BEWARE! Yessirreee,.. the 
PA WN is out! The legendary mega-adventure that could 
mark the beginning of a new era of UK adventuring for 
Amstrad owners. Is it realty alt that brilt f or is it just 
another over-priced bundle of hype? And what about 
Adrian Mofe f s growing pains? Are they really alt that 
painfull And should you spend £J. 99 on Imagination? 

Yup, these are ait mighty pressing questions, so quit 
scratching your wizened pates and get reading... 



The Pawn 

Magnetic ScrollsJRainbii-d, £19.95 disk - 6128 only 



Oooh. doncha just luv that Kainbird packaging! First in the glassy 
boxes came the Level 3 collections, jewels of Darkness and Silicon 
Dreams, now comes The Pawn - and this has to be the hottest 
property yet. 

After all I had my doubts about The Pawn. Everybody has 
been going on about it, but until recently it had only been available 
on 16-bit machines so the Piig had to reserve his judgment Qf 
Course Td seen the pictures. Stunning, But then they should be on 
a 68000 machine, And I'd heard about the parser. Brilliant, But of 
course it could be on a 68000 machine with 286K to play with. So 
what do you get on. the Amstrad for your pennies, with only 8 bits 
and 128K? Here's the complete picture... 

The Pawn is a disk-based adventure for the 612B - sorry, lads 
and lasses, there had to be a catch somewhere, and I'm afraid that 
there are unlikely to be any 464 versions for a while. It runs in 
80-column mode and features some extremely beautiful graphics - 
about 30 in all. Not only are the pics beautiful to look at, but they 
are abo implemented in the game most effectively. In relevant 
locations a picture wiD load from disk when you enter and scroll 
smoothly down over the screen, leaving the location description 
uncovered at the bottom. 

Once you've checked out the graphics, you 

can use the up 




men 



and down cursors to scroll the pictures up oft the screen again, 
revealing your old inputs and responses underneath, and then down 
again later if you want to have another look. Checking out the 
pictures, incidentally, is important they back up the text well and 
can sometimes suggest, for example, places to look or items to 
search. 

Entering text is quite normal except thai 
there are some useful 




fci— 



editing controls, 

with which, for example, 

you can delete whole words st a time 

rather than letter by letter. Furthermore, pressing 

Escape will recall your previous input for editing if you made a 

spelling mistake. 

The game itself revolves around the characters and politics of 
a country Called Kerovnia. A 55-page booklet detailing the back- 
ground to the adventure comes with the game, but you don't really 
need to read it to play. You do, however, need to keep it handy - 
the program has a protection system that occasionally requires you 
to refer to the booklet and enter a particular word chosen at random 
from the book. 

Principal characters in Kerovnia are King Erik, who has upset 
the Dwarves; Kroncs the Wizard, who upsets almost everybody; a 
Guru; an adventurer, and various others, all of whom you can 
converse with to a limited extent The characters lead reasonably 
independent lives and proper interaction with them is essential to 
completing the game. 

The aim of the game is somewhat diffuse . You receive different 
objectives as you play and are set different tasks by different 
characters. Some of them seem to be a little harsh - for example 
there's a polite adventurer who rides a legless horse - you've got 
to kill him, however strong the bonds of comradeship! 

In the final event, however, you must remove a silver wristband 
which has appeared on your arm. Trying to do This will lead you in 
and out of many sihiations and almost certainly result in loss of life 
at various points! Numerous saves 'mil be required, but since this 
is a disk-based game, that's relatively painless. The only problem 
here is that you save by filename, so it would have been nice to 
have a directory option within the game that you could use to check 
your "save" disk to see what filenames you've used and what's 
available. 

Playing Tiie Pawn is extremely absorbing - in (act it's almost 
up to the standard of the later Ihfocom releases, and certainly a 
step ahead of anything like Zork. The parser is excellent, allowing 
most constructs and complex commands. You can use pronouns, 
all, eacept and other words to build up very intricate commands. 
For the most part, however, I didn't find it necessary to be complex 
in my inputs - most of the puzzles require logic or intuition to solve 
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them, not wordplay. Thumbs up for The Pawn in that respect, 
certainly. 

If you do get stuck, there's an inbuilt him facility - you type 
hint and then enter a series of codes that appear in the back of 
the booklet in answer to particular problems. Some of the hints are 
rather ambiguous, but as your score increases you get access to 
more straightforward solutions. However, this is one game where I 
found myself prepared to do battle without hints - the puzzles have 
an engaging quality that tempts one to solve them, not to bypass 
them with easy solutions. 

Combine that factor wish the vivid atmosphere of the program, 
generated partly by the graphics and partly by the text descriptions, 
which are reasonably long and very well written - and youSre got 
a pretty addictive experience ahead of you, 

What's more, the characters obviously make a big difference. 
The Pilg is always going on about the need for interaction between 
player and game characters, and in The Pawn you can ask someone 
about something; say tu someone, something; say something; or 
just, someone, something. In each case you'll get a reasonably 
coherent reply. 

I was, however, slightly disappointed by the scope of 

responses and intelligence of the characters 

^k I met. Most of them 




to replying 

Definitely rot! to 

most questions or commands, but 

there are enough sensible replies 10 be had ro 

maintain one's interest in the gentle art of conversation. Certainly 

belter than most other UK games but perhaps I've been spoiled 

by Infocom's Suspect. 

The P*mi is an excellent and inventive game. It muss now 
command a far larger audience than when it first appeared on the 
QL three years ago, and it deserves it. If Magnetic Scrolls" next 
game, Guild of Thieves, due out later this year from Rautbird, can 
improve on this then ware in For some real UK-sc-uiced adventuring 
that will give Infocom a very tough time indeed. 



Atmosphere 91% Challenge 93% Interaction 90% 
AA Rating 92% 



The Growing Pains of 
Adrian Mole 

Virgin/Mosaic/Level 9, £9.35 cass, £14.05 disk 



Well, I've seen it all now. First we had Leve! 9 games, then we had 
Level 9 games marketed by Mosaic, now we have Level 9 games 
programmed by Level 9 "in conjunction with Mosaic™ and marketed 
by Virgin. Is this because nobody wants the responsibility for them? 
Or because everybody does? 

Tin tempted to think it's the former. When the first Mole game 
came out, featuring scrolling text and Level 9's "multi -tasking" 
graphics, I and many others thought the idea cute and the game 
well- written. Just in case you missed it, it involved reading long 
blocks of text (as in the original book, but with bits added by Pete 
Austin) and every now and then making a decision by pressing 1, 
3, or 3 and seeing what happened in the plot as result. 

That worked well and sold, I presume, quite well too, Then 
came The Archers - same technique, same features, but no real 
advances on the original and - in the Pilg's view not quite such a 
brilliant adaptation as the original Mole game was. There were 
however quite a lot of characters to deal with in the Archers, and 
each of the three separate loads gave you a different persona to 
play with. 

Now we've got Moley again, and I can't really think of 

anything new to say about it. Once again you 

must keep in favour with everybody by selecting 

the right decisions, and in this game as in the earlier 

one this involves for the most part balancing the attentions 

of your parents, your friends, Pandora, and the dog 

together. Do that, and you'll rise from the ranks of 

"Nan-iby Pamby Schoolboy" 1 with around 4fl% to - who 

knows? Poet Laureate? With 100%. 

A fier playing The Archers I felt somehow that 

GiPmng Paws suffered slightly by being so centred round 

Pandora and her gang, Pete Austin does seem to have a 

feeling for she Adrian Mole character which shows through 

in the text, but somehow the whole subject seems rather too 

familiar and the growing pains of our hero seem altogether too 

simitar to the social agonies he suffered in the first game, 

Still, that first attempt wasn't loo bad, and Growing Pains does 

have something going for it, As with the others in the series there 

is a certain instant satisfaction in deciding whether to walk out of 

the school hall in protest, or take a closer examination of Pandora's 

nipples, Not that there's any smut here, but I advise you to check 

out the fancy-dress party! 

On the other hand, I find that one drawback of this "multiple- 
choice format" is that decisions you make are somehow robbed of 
true significance when some moments later they are reversed by 
she program! The obvious reason for this is that the program can 
allow only a modicum of independence on the part of the player; 
otherwise the amount of text storage required for she different 
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8 am. Britain is at war with 
Argentina!!! Radio Four has Just 

tnnouncsd it. Hair of n* thinks It i 
rajic and the other half of ni thin 
it is dead exciting. 

for tie i 

4> read a newspaper for more 

information; 

3> pall .an emergency meeting of the 

Pink Brigade, 
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It was a one-in-a-million accident - 
but Number Five, designed to be a 
strategic artificially intelligent 
weapons system, the most 
sophisticated robot on the planet, 
has escaped - and has come to 
the conclusion that he's alive ! 
Now the scientist who put him 
together wants to take him apart 



Gcear Software Limited 

Ocean House 6 Cen&nai Street Manchester M25NS 

Telephone 06 I B32 6633 Telex 669977 Oceans G 





again to find out what went wrong. 

The president of Nova Robotics wants 

to capture him before the weapons he's 

carrying kill millions of civilians. 

I And the security chief wants to 

blow him up so that he can get 

home in time for dinner. 

YOU are Number Five. .YOU are alive 

and YOU have got to stay that way I 

TM 



Sirxl Gnut £ J ErjJt^Tiaf k j jI Cr- i!dr ftc I unui , Iric . dtvl dO Ppj\*x\fa'j[ir&- 
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story- lines would be mind-boggling. And I ean"l hair- feeling that 
this sort of game srruerure really requires more storage space than 
you're ever going to get on a home computer , however clever Lev*] 
9's compression techniques may be, 

Meanwhile. 1 think that if 1 had this game on disk, I would 
probably load it up w:th reasonable regularity, I didn't find myself 
playing it for hours on end, but every so often I sat down and tapped 



Really, for £2 you can't go wrong here. Dont expect an epic 

game, but at that price yon don't deserve one. 



away quite happily for a while. Some of the textual humour is quite 
amusing, and there is slill a surprising amount to get through in 
each of the three pans. 

Value for money? If someone gave this game to me Id be 
grateful and probably get their money's worth ou: of it. Whether I'd 
bather to spend my own 15 debatable, 



Interaction iv'a 



Atmosphere 15% Challenge n/a 

AA Rating 75% 



Imagination 

Firebird, £1,99 c ass 



Here's another budget game frum Peter Totrence of Subaunk and 
Seabasg DgJta fame. Both these earlier efforts were exceLer.l value, 
and the Piiy had HO doubEs On loading up Imagination :hal si would 
be a worthy follow-on. 

The game has all the looks of a typical GAC creation - slightly 
nnide but attractive shaded graphics up top and a Mode 1 scrolling 
text window below. However, the game scenario itself is highly 
original. On loading the adventure you are confronted by a computer 
'.vhiciL of couise, vou must get working using a nearby disk. Type 
insert disc and you're away! 

What you [hen get, if yon t xarr *-e screen, is an Option to play 
any one of four games. These are.: 

1 2002 - A Very Odd Day in Space. 

2 The Lords of Half Past rime. 

3 Panic Mir,«T SflQO and 90 Niner 

4 Raid Ovei Mai gate. 

Sounds familiar?! Entering the appropriate number then takes 
you into the relevant game, but instead of playing it «u> normal you 
will actually be taken inside The game-world itself, where yon must 
solve a number of puzzles in your efforts to discover (1 think} the 
nnmher of stars in the universe. 

There are some very amusing bits in these game sequences, 
Among other things you'll see barely disguised take-offs of Level 
51 graphics in the Lords of Half Pas: Nine; you'll thrill to the smell or 
dogs Oil the sea-breeze at Margate (the opening graphic of which 
bares a remarkable resemblance to the screen -layout of a once- 
popular arcade game); or you'll spend a hazardous few minutes 
climbing up and down ladders and dodging sprites in - you guessed 
it - Panic Miner, 

You can get out of each game scenario by entering etui i - 
very necessary at several points in the game since obstacles 
discovered in one game will often be overcome only by using 
objects found in another. None of the game scenarios ■& that big ir, 
the way of locations, but yot'll be kept busy moving about collecting 
tho things you need and trying to solve the various logical but quite 
tricky puzzles. 



Atmosphere 55% Interaction 5&% 
JUL rating 75% 



Challenge 65% 




Lords and Ladies 
of Adventure 

Once more the roll-call of the brave and battle-wear/ is printed on 
these hallowed pages. Remember that should you fall upon the path, 
one o( I lie following Lords and Ladies will be prepared to answer 
your call for help ... providing you send a stamped addressed 
envelope and forbear from phoning at antisocial hours! 

Castle Blackstat, Tdnorntoiinos. Forest at f'w Wo/Ids End 

Dereh Roberts, 40 Allen Grove, Slokt sky , Middlesbrough. Cltvc Sand. TS9 SDB 

TrrrvrrpoHnnSt Vrfxtn Upstart. Red Moon. Gremlins. ffobbit. MaTsp&n. Dtm Darach 
Lee Anthony. PO Bex 4Z4, All home, Ghelm&foi d, Lssvx. CMS bl'K 

Twm Kingdom Valley, Hobbtt, Heroes of Katn. Very Btg Cave Adventure. Lards 
of Time, Csstlo of Tc-nvr, CoHossj} Caves HuSc. Sorcerer of Cisymorgtse Castle 

Bored of the Sings. Qsest of iiio Holy Grail. Magicians Bail, Sn&irhsil. Rofam to 
Eden. Worm irt Paradise. Emerald Mc, Rtxl Mouzt. Ptitx ufMagu;, Sextose Delta 
Mindst.adcw Ten Little Indians. Circus. Waxworks. Perseus and Andromeda 
Escape IlOtn Plilsai ?, detnilrts, Rubin of Sherwood, S.™.' of Si Bride*. Fourth 

Protocol, Puate Adveniuie 

Phil Symanda, 7.9 Goliath Close, Keoiide&aw, WdlUngtori. Surrey, SM6 9flN 

Message from Ar:or3fr,eda 

Stuart Whyte, S3 Ridge way Road, Tunperley, A St rincham, Cheshire. WB!5 7HL 

All Lt vcl 9 advvnfuiL-s. Brawn FmC, Classic Adventure, Fort:*: at fku Worlds End. 

Jewels of Babylon. Mirtdshadow. Never Er.dinii Story, Qsr, Sm-jgglots Cave. Tho 

Bogy/!, ffial ofSrnatd Blackwood. CaSth: Blacki/tar. Dini Ijarach HcivcH of Kmn. 

Mcisaoe from Andromeda. Motdor^ Quest. Ptoject Volcano, Seas of Blood. Souls 

U Dwkun, Tltc Hobbit. Warlord 

] ojn Pancoit. IB Radlpede Lane. Weymouth. Dorset. DT4 9RS. 

Tel: (030 5 i IB -11 Si 

Mmdsliadaw, Novo: Ending Stay, Espionage Island The fiobbti, Piico of Xagik 

Message from Andromeda. Heroes organ?. Return to Eden 

Rod UunJop. 43 Sulh inland Avunuc, PulfokshiDlite, GLutgow, G41 4ET 

tfatrnp Ending Stuiy, Message irons Aiukuinuda, Eyu-Spy, Mmdiaiaduw, Sulxraiik. 

Seaiise Delta 

Paul Borreclolh. -18 AldEwortti Road, Victoria Park, Cardiff, CFS 1AA. 



Pilgrim's postgab ... 

Wot. no tips? Wot, no letters ttiis months? Wots going on? 

Apologies, dear readers, but once again the Pikj is stuck for 
space Next month, however, well print more of yo^r letters, plus 
as a special treat a bumper C-lut Cauldron on Hitchluk&is Guide to 
the Galaxy and other gair.es. Ptas of ccirse a further instalment of 
the Prig's guide lo adventure programming. 

Therft is room for jukt one item, however. It's not often the Pilg 
apologue in ilus column tlie's lar too obsunaie) but 1 think some 
apology is due to Pat Winstanley and Sandra Sharkey of Adventure 
Frobe; Adventure Contact and their friends, Last month the Piig 
wlio's a jofcey fellow wJier. he's imbibed a Tew pints of ale - printed 
a letter praising the efforts of Ms Sharkey in such profuse terms 
that 1 suggested money might have changed hands.,. 

No**" U was my inr&niion that thin should have been taken as 
a joke. After all, I've mentioned these pities before alid by doing 
so given them my blessing, and I certainly wouldn't print such a 
letter if I tvjtiy thought someone had btii>ed the author - a*id I 
sure thai :noet readers realised :ht£. 

However, those readers who are suspicious enough to trunk 
that either Me Sharks y or any of her friends would ever really 
contemplate slipping someone a liver (or a tenner), or that I would 
ever print such a latter believing thai fo be the case, should rest 
their case immediately. And of course my most sincere apologies 
to both P.it and Sandra for any doubts this may have uniniemionally 
cast upon their integrity, 
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ADVENTURE 
















However, let's take a look al objects first. het's go back to the 
map of our mini -adventure which we looked al m the last issue... 
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Programming 
with the Pilg. . 



PART 3 

T 



his month the Pilg continues his guide to creating 
your own game with a look at objects and 
characters - two essential ingredients of any 
successful modern game. 



Vivid and original location descriptions *;« essential to a successful 
adventure particularly if The gam© is text -only. But no less impon-vi 1 
axe the objects and characters that a player will encounter while 
exploring your "micro- world". For some reasons, although pro- 
grammers are pretty hoi on including objects in their games, 
characters seem to get left out This is a pity, because anyone who's 
played a game like The Rabbit will know that a couple of dwarves 
(for example) - even if they're fairly stupid dwarves - can make all 
the difference to an adventure. 

You'll sne later that sometimes there is little difference between 
objects and characters, at leas; as far as the programmer is 
concerned. In fact a good programmer's main concern when 
designing a gams is to ensure that, if character;; are included, they 
live up to then name and do not simply degenerate into "human 
objects", One commercial adventure I reviewed in 1984 had .1 
location in which the player was informed thai You can see: a sir I. 
No:hing wrong with that, hut ihen entering <jf t 5 i r , resulted in the 
message feu :a<e: the girl and typing Inventory reveaied that 
tou are carrying: a rj ■ r I . Quite apart from being offensive to half 
the human population, this is a perfect example of how no? to include 
characters in your game. 

One ol the reasons for the poor use of characters in adventure 
games is the fact that - especially if you're using Basic - the routines 
necessary 10 handle them can take up a lot of space. In the next 
section, however, we'll look closely at ways of programming 
characters effectively and you'll soon see that havmg a lew friends 
running around inside your program is not only relatively easy, but 
also great fun, 
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Now let's add three objects, one w each room. We'll put a 
laundry basket in the bathroom, a dirty handkerchief in the 
bedroom, and a slice of mouldy bacon in the kitchen. These "object 
descriptions" can be stored in memory in a similar way to our 
location descriptions. The first thing we need to do is 10 give each 
object a number, just as we allocated number to the locations. We'll 
call tlie basket Object number 1, the handkerchief 2, and the bacon 
3- This number will reflect the order in which the object descriptions 
are stored in our data statements T arrays, memory locations, or 
whatever and enable us to locate a description quickly and easily. 

However, we also need to include a good deal of other 
information. First and most obviously we need to know where each 
object is. This, doesn't just mean which location it's in; it may aiso 
involve checking to see whether the object is being carried by the 
player (or another character). Other questions thai will need to be 
answered during play might include: 
►> Is the object portable? 

►■ How much does it weigh (i.e. will the player have to drop 
something else to carry it?) 

► Can it be broken? 

► Can it be seen? 

► is it edible? 

► If it's a chest or something similar, is it open or closed? 

And so on. As you can see. introducing objects raises a lot of 
questions 

The best thing to do is to ensure that the status of an object 
is comprehensively "flagged" so that you can use a few simple 
routines in your program to deal with all eventualities. Once again 
we can do this by using binary numbers with their bits set or reset 
as appropriate just as we did with the "exit cedes ' for the locations 
last month 

Here's how we might arrange an entry in a theoretical "object 
data table". Data lines could consist of object name, number, location 
and status like this; 

1&0 Cftr* "a laundry basket", 1, 3, 13S 
(Note that !38 comes out as 1SW010 in binary ) 

The firsl three entries are fairly obvious, but wha( exactly does 
the status figure imply? The Status of an object can be represented 
by one 3-bit binary number, each bit of which holds some 
information about the object concerned. In this panic oka example, 
ihe "bit significance" of the number could be interpreted as shown 
here: 
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DO A MILLION 
WITH THE MEGADRIVE!!!! 
1 MEGABYTE FOR £1.00! 

The MEGADRIVE is a 5W second disc drive for the 464, 
664 and 6128 that gives 1 MEGABYTE of unformatted 

capacity. 

Under AMSDOS, CP/M+ and the CP/M 2.2 

the MEGADRIVE gives a TRUE 706K for 

you to use. 

Fully software support and backed up with a 12 month 

no-quibble guarantee the MEGADRIVE also gives you 

intelligent SILICON DISC support from CP/M. 

Available NOW at £199.95 or with a box of 10 5V* discs 

for £209.95 both prices include postage and packing, 

OTHERS PROMISE BUT THE MEGADRIVE DELIVERS 1 

MILLION BYTES ON THE CPC's. 

**»**»#**#*#*#^ ********************** *******iMrt^^ 

AMRAM 

The AMJ3AM offers a host of features - 

16K of Sideways RAM, configured as a ROM. 

Throw away your ROM boards! 

Load ROMS to and from Disc. 

Edit and Modify Roms in any way that you like. 

Customise your ROMS. 

Take less power from the computer. 

Reset switch. 

Comes COMPLETE with ALL software, ready to plug in 

and GO! 

FULLY COMPATIBLE WITH THE 464, 664 and 6128. 

£39.95 including postage and packing. 

* a************************** ***** ********* ft************************ 
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AMDRIVE 



Still the best selling 3" secorKJ drive for the 464, 664 and 

6128, Features a superb Hitachi mechanism, our own 

exclusive Aluminium case and separate heavy duty power 

supply. Supplied with all leads and ready to plug in and use. 

Still at only £79,95 inc. VAT, postage and packing. 

All SILICON SYSTEMS Products carry a full 12 month 

Guarantee. WHEN ORDERING, PLEASE STATE WHICH 

MACHINE YOU OWN. 

Please make all cheques payable to 

SILICON SYSTEMS (UK) Ltd. 
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THE AMSTRAD BASIC IDEA 

Richard Forsyth and Brian Morris 

Amstrad have produced a remarkable farmer of 
computers - this book aims to show you how to 
unleash their full potential, in a straightforward 
manner The Amstratf Basic idea eases the transit! on 
from computer user to computer programmer and 
enables you to use Amstrad Gasic to solve realistic 
problems. 1 1 a Iso shows you how to use modern 
methods of problem analysis and design to solve your 
programming problems, so that you can enjoy and 
profit from your computing 
1986 Pt) 0412 280701 184pr> £7 95 

CHAPMAN AND HALL 



« 11 f>ew Fetter Lone, London tC4F 4t£ 



Shekhana Computer Services 
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The first point '.a notice about this arrangement is the way thai bit 
pairs have been uspd to flag several different conditions, For 
example, bits four and five are used to check whether an object is 
either edible, drinkable, -destructible, or none of these, Because the 
sama two hi r .& are used for all tour conditions, il'uete conditions rrawt 
be mutually exclusive ■ in other words, using this system an object 
cannot be both edible (.11) and destructible (IS) at the same timo. 
Using bit pairs like this can often he m^rt* convenient than 
using a single- bu for each condition, but you've Obviously got to be 
careful how you assign them making sur-n that the conditions 
involved are mutually exclusive and do not involve groupings liko 
(for example) operable- portable since an Object thai can be opened 
in your g.ime might very well be portable as well. 

Look at bits *e:o and one. These also represent mutually 
exclusive conditions, this time to flag open closed conditions. Using 
this particular bit pattern, a chest (lor example) could not be 
simultaneously locked" and "noi openabie", which may soen 
awkward, bm of course although locked the chest is openable 
provided you have the right key. 

Bit six in this system has a special role which you might wish 
to use in your own games, It is used to indicate thrir. whenever the 
player esairi n«-s fh#t object, a further description should be printed, 
Take a treasure chest for example. If it was encrusted with rubies, 
the play**' might not ho able to see these although the chest itself 
might be a visible object, If, however, the player were to enter 
Ex an ■; oe thest , and bit six was set to one, the program could then 
chair, in the message It 15 Sfl WUS t#d wi'frs ere r i qui rt|bi«s. Il bil 
six ls set to zero, the command to examine the chest would s;mply 
receive the reply Vat set nothing spec ii \i, W«'ll see this system at 
work cater in the sample program, 

We can now see that our laundry basket has been accorded 
ihc following status m the table above: it is visible: it cannot be 
eaten, drunk or destroyed: the chain: bit is set 10 aero, so examining 
the basket will simply get the response thai you see nothing special; 
t falis into the middle weight category and can therefore be carried 
.viihout loo much effort; finally, it is open, SO tf the player enters 
03(1 fcasfce:, the answer wJl be Tie sasket is alrea<f> opin. 

Most objects can be dealt with in this mar.net 01 in a siuuiav 
fashion, and using tins method, whenever the player wants to do 
something w:th an Object we can cover most ol the normal 
commands simply by checking the status byte. 

There is however One other category of objects (apart from 
character?) that we need to look at, particularly since it is a category 
that is often left Out of commercial adventure games, much to their 
discredit. How many times in a game have yoa entered Fk asi ip 
*.oor got Exai ne wall and been told foj :an'f nc that, or 
something similar? r don't know abo'Ji you. but thia often happens 
to me and I find it ir.osi discouraging, 

The best answer 10 this problem is to include a number of 
other objects in our game - objects Hail cannot be manipulated in 
any way by the player or I he program, bul whose names will be 
understood by the program (so an error message isn't generated) 
and which car he examined, although not necessarily to the players 
advantage. 

You might ask why we should bother to include objects m the 
game if they don: have an active role to play It is in fact very 
important if yon want to produce a gamp with a really life-like feci 
to ft, Just imagine the difference between a program that, when you 
want to examine the floor replies rou etfl't ds that or I don't 
understand the .Ord 'ttOOr'j compared to one which says: You go 
dptffl cr your hands, and knees and late 1 gcod I 00k. at the F loop . 
Suddenly you -eali s* that everyone is Lc-c < i r.g st you -- and yo j 
Look Bifhty Jttfflidl 

Well, which game would you rather play? It's little touches lik-c- 
this that make the difference between, say, an Infocom adventure 
which will keep the player hooked for weeks, and a poorly 
des;gned game that really belongs in the wastebin and not on your 
shelf. Commercial software houses have been getting away with 
the you-can t-do-that type ol games tor far too long. There's no need 
to follow their example, and If you follow the lips well be giving 
later, you won't have to. 

Lei's now lake a look at characters. Well designed interactive 
characters can make the difference between an average game and 
a number-one bestseller, so it's worth taking a great deal of care 
over how they are used. If you've ever played Fantasia Diamond 
(by Hewson Consultants) you'i: know just what I mean - the toy 



robot in this game is a truly engaging character who bv steadfastly 
tiuuig about his business and leading the way into the unknown, 
really contributes enormously to ibe enjoyment of the adventure 
You, too, can ureal e similar computer-controlled companions. 

There are two main differences between characters and other- 
objects, both of which are pretty obvious if you think about it, The 
first is 'hat a character can move from location to location without 
(necessarily) being carried by the player. This means that some- 
whore in the program there will need to be a "character handler" 
routine which checks the position ol characters and, either at 
random or for a reason, moves them from one location 10 another, 

The second, and most tricky, aspect of characters is their 
ability to communicate wiih ihe player under certain circumstances 
and - even trickier - for the player to be able to answer back. We 
therefore need a whole nesi of routines to deal with the circum- 
stances thai might arise bniwe^n characters and the player and 
even, if we really want to be clever, oetween characters and other 
characters and objects. 

Ideally a character should be able to perform some or all of 
the following functions: 

► Pick up, carry, and use objects. 

► Move from location to Location. 

► Talk and otherwise reia:e to the player. 

► Avoid repetitious behaviour 

A good example of a character that fell down badly with regard to 
point number four is TLorin in the tape version of Tlitt Mvhbi!, who 
cominuaily sits dowr, and starts singing about gold - often in the 
most incongruous circumstances. To be fair :o Melbourne House, 
however, programming interactive characters can be a complex 
task and invariably compromises have to be made. Next month, 
we'll see how characters can be implemented withoui too much 
effort. 

Well also look at decision trees' The Pilg was hoping fervently 
that we'd be able to tackle this burning issue in thus month's copy, 
but as usual we've needed alt the space to cope with other more 
immediate topics. So keep your hats; on and your beards pointed 
in the right direction next inonlh will reveal all! AA 
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Save £3! 

MAESTRO 
MAGIC 

Stereo amplifier speakers, headphones, 
only £36.95 complete 

Since the A A offices look possession 
of a Vanguard Maestro sound system, 
gome-ploying has entered a new 
dimension. 

No more feeble, tinny squawks 
from the well-meaning but sadly 
inadequate speaker inside poor 
Arnold. Instead rich, powerful spine- 
tingling SOUND. 

And the stereo! If you want to 
make a Commodore 64 owner go 
green with envy, stand him between 
the Maestro speakers during a good 
Amstrad game. The effect is Stunning. 
Only A mstrads can do this? 

Using the Maestro is a doddle, ft 
just plugs into any CPC machine's 
earphone socket, it doesn't even need 
a separate power supply, since it 
cleverly finks up to the Amstrad's 
own. Once it's there you fust position 
the two powerful speakers, adjust the 
balance using two independent vol- 
ume controls, then sit back and soak 
up that stereo. 

And if the noise annoys, you can 
always use the pair of headphones 
supplied far private amplified listen- 
ing! Or better yet you can link up to 
your own Hi Ft speakers and blast out 
the entire neighbourhood! 

We think the Maestro is magic, 
and we 're delighted to be able to offer 
it at £3 off the recommended retail 
price. 

A great chance to discover what 
your Amstrad is really 
capable of... 
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PENDOWN 

Superb Demo!! 
£3.95 



Ht J Vf Jhmta sppvt Irnu wr-ji 
■..H.Hiyih [uIk Jj.uPj < tHi life 
fceWnS i nib i ill! 1 <i P hi ' ' ft 
lulroutinp in «ft M'-tUaL 

£v.[t yvu"up irons Mali 
[f* I ri>! H ™dc:ugi ti'nj th 
ml pout 1 lil* Ittf t-D I-&JU4 



Chatist ilpis? wMtlf 
CTumire pa.gp lEVigUt 
Set fcjjfe rSRitsy: | 
Hit]?) lieiK ■• 



Kale i'ftetlV ntL... 



"U-iiUr - lib b , IB'.MlfciJW 

bBC&nt in 'V -Jj-lvJiW 
\ ' yi nc pe- t Df:"i jtd jif in^ , 
i'iii'[ pr . 

ktn- nMVtti oL-.thi 
utsiuti!-. IpIpt-p ]]iiPt £S0 



Ndu Hip ]ins-!£& e-iiVdlI : n p 1j JjB i- 7 J' ij i if: pe- 'i'a tMr thiii KWrft. JIiie; npo 
'Jvfi t!"iF ] iiVP-10'J 'Ll .[■Jviiip J.u:]1e- 'S'e- duI- [if brJ3ug]pE-, am Si wife. JlK'Jt 
i'j o bj'-jti j.1 nluuti 4 Lo jAIUJuJ^t. J- a Hit?- t3n«i i: iiujj-fj 'ft ft' nPE-E-ast. 




t^* 




SPECIAL OFFERS 



Old y £3,95 for a disc which gives you three A BO UT PEN DOWN 



free sessions with this remarkable new 

word procips-s fin 

Read qui rave review of PenDown? Fancy 
trying out fot yourself the word- processor 



to a unique agreement between ourselves and 

Logotron, the program's producers, you can 
do just thai for only £3,95 - the cost of a blank 
disc. 

That money buys you a copy of the entire 
full-featured word-processor worth £19.901 
The only catch is that you will be able to load 
this special disc just three times - but that 
should be enough to convince you that this is 
a piece of software you have GOT to own. 
Then all you have to do is forward the 
remaining payment (£IS.9S) in exchange for 
the manual and a code number which will 
allow you permanent use ol your disc. 

If for sny reason you don't like the 
Software, you've lost nothing. You simply 
erase the disc and nse rt for your own 
datastorage. 

Were extremely proud of this offer be- 
cause :i gives yon a unique way of testing; a 
program before committing your money. For 
once il's true; You have nothing to lose. An 
offer you can't refuse, - 



PenDown was developed originally on the 
BBC micro as a word-processor for children, 
The idea was to have a program which you 
could use immediately, and the program 
certainly proved a big hit with krdi at 



with kids. Adults too found its straight- 
forward approach appealing and extremely 
easy to learn. Converted now (superbly) to 
the Amstrad CPCs ft seems an ideal family 
purchase. 

Despite the fact the program has an 
excel! en* manual, much of its operation is 
obvious from word go. You decide where 
you want to start typing, move the cursor 
to the right point with the arrow keys and 
then just type away, the text automatically 
flowing to fill the page width you've selec- 
ted, 

The wide range of editing functions are 
accessed from simple pull down menu?, 
Thtit Include highly original options such 
as a dictionary «» help you select the correct 
spelling of a word. Other powerful word' 
processing functions such as search-and-re- 
pfaee are also supported. 



THE NEW SYSTEM 

Regular users cf AA Special Offers will notice 
That the ordering system has changed slightly 
this month. To make things sampler you now 
use a single form for ileitis on special offer 
AND other mail order items. Trus means 
special offer items now count toward a free 
gift, so they're better value than ever. 
To find the form, turn on two pages. 



HOW TO ORDER 

Just mm cm two pages to our Mai] Order 
Section and use the form printed there, OR 

dial 0468-74132 and give your credit card and 
ordering detais to our very fner.dly answering 
machine. 



Only £24,95 disc - save £5H 

ATLAST 

DATABASE 

MANAGER 
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This program from Advance Software and 
Haiional Solutions is probably the best data- 
base you can buy Tor a 6128, It's fast, full- 
featured, powerful and well-tailored to the 
needs of the machine, 

It's also eKTTfimely flexible, so you can 
customise it to a huge range of situations 
where information needs to be organised 'and 
quickly recalled oi analysed. An address fUs, 
a customer hst, a record of your massive JJ 
collection. Whatever. 

Features include 
M Easy layout of forms using the built in text 
edmng faeiLines. 



■ Number of records limited only by disc 
apace {up to 32,000). 

■ You can set up relationships between data 
in different files - very powerful facility! 

■ Records can be sorted - you can index up 
to bve fields in each file, 

■ Powerful data transfer utility making it easy 
to upgrade to this program 

■ Nine field types including normal alpha- 
numeric, three types of numeric, date, hours,' 
minuter seconds, automatic serial numbering. 

■ Detailed manual and sample data supplied 

AH in all, a wonderful way of putting your 
Amstrad to serious use. 



Send this lorm to: 

AA Bootes offer, The Old Barn, Somerion, 

Somerset, TA11 SAH 

Offer closes March 15th, 1987 

If your order reaches us by Tues March $4 

your subscription willsUni with the May issue, 

otherwise it wiH start with the June issue. 



ORDER FORM 



You can use tfjfe form to tako out a subscription 
to Arnstrad Action or simply to buy the books 

detailed on this page. Just tick the right option. 

Name 



Addr^s 



To I op ho no no. 



TICK ONE Of THESE OPTIONS! 
D OPTION 1. SUBSCRIPTION* 
Yes, t would tike to takeouts 12-morith 
subscription to Arnstrad Action and receive the 
TWO free books t have ticked below. 

D OPTION 2. PURCHASE OF BOOKS 

/ would like to buy the books Shave ticked below 

at £6.95 each, 

B OPTION 3. SUBSCRIBER'S PURCHASE 

lam a subscriber to A A and would fiko to buy 
the books t have ticked below at £3.95 each. 

NOW TICK THE BOOKS YOU REQUIRE 
D Cheat Mode; Tlw A A Collection B5-S6 
O Making Music on ihe Arnstrad CPC 
D The Working Arnstrad 

□ Arnstrad Advanced Programming Techniques 

□ Master Machine Code on your Arnstrad 

BACK ISSUES 

The following issues at £1 ,35 each, 

Da n 5 D7 

D9 D10 CH2 

D14 D17 

The following Issues (with eass.) at £1 ,85 each, 
D4 D8 D16 

PAYMENT DETAILS 

Please make cheques and POs payable to 

Future Publishing Ltd. Or pay by credit card, 

Access/via* No. 



Card expiry date . 



ACCESS / VISA 
HOTLINE 

If you prefer to telephone 

your order, just dial 0453 

74192 (24 hours) or 7401 1 

and ask for credit card 

orders, 




Choose two titles worth £13.90 when you sub-scribe to Arnstrad Action! 



Is This our beat subscription offer ever? Not 
only dees £16,50 guarantee yon a \Z month 
supply of Britain 1 !: only CPC-dedicat£d 
magazine. It nlso allows you to Choose two 
superb books each of which would other- 
wise cost you £6.95. You're getting a great 
deal of reading for your money! 

four of the books are from specialist 
publishers Sunshine Press* They're aimed 
at people who want to get more out of I heir 
CPCs. The fifth is our very own Cheat Mode 
collection - the most popular pages of AA 



distilled into a single secret-packed pub- 
lication. 

The subscription price covers all 
postage and packing, plus the ex Ira cover 
price of any 1987 special issues. It also 
guards against future price rises and could 
entitle you to reductions on some reader 
offers. (Tut example, easting subscribers 
are able to buy the books offered on these 
pages at a reduced rate,) 

Support the new look Ail! Subscribe 
today! 



Choose any TWO of these 
books! 
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CHEAT MODE: The Amstrad 
Action Collection 85-86 

Ttus is the publication you've been tiair.otimg 
for. tr gives you .intter a single cover all the 
Chea 1 , Mode pages and most of the game- 
maps primed in Lie Fust 15 issues of Amstrad 

Action Literally hundreds of Pokes. TtjW, 
mini-artiCles and maps ntfc r dudud. And 10 
help you find your way around there's a 
Specially compi I r:il Index allowing you to turn 
instantly to the game you need help Oil. 

T.io book, which is printed or high' quality 
paper with a glossy, colour caver begins wtth 
a special btroducioit by Bob Wade. It bolts 
good, and we dunk you II love it. Is you can't 
master a game afier wading through this little 
lot. you're beyond hope.,. 



MASTERING MACHINE CODE 
ON YOUR AMSTRAD 

Ready to make the plunge? Tits book is For 
people who want to go clra^hl to the heart oi 
iHeir Ans'-ad and ur.leaRri the speed and 
power of machine code programming. 
Authors Jeff Naylor ard Diane Rogers have 
aimed it at the beginner, while at the same 
time offering vaiious programs and routines 
3f interest to nore advanced machine code 
programmers. These show l.uw to write a 
.j:l-,:L..,.i program, how boost the graphics, 
how to produce graphs, 

There are also chapters on sorting and 
on how to use RSX commands. 

To qet ibe most out of the book you may 
:ieed *o buy an Assembler program to allow 
you lo input roachir.G cede programs more 
easily, although the book cau stand ajkwe as 
a good mtroaiicEiort tu the subject 146 pages 
pills index. 



BACK ISSUES 

£1.35 or £1.85 each including P&P 

If you're a more recent convert to Amstrad 
Action, why not catch up on some Of the great 
issues you missed. The back issues still in 
stock at lime of going to press are listed on 
the order form. 

The three higher pnee issues include a 
cover mounted cassette packed with good 
software. Issue 4 included two Ocean games. 
Issue B featured The Covenant from PSS and 
issue 16 had level rwo of Firebird's Druid plus 
a host of other smaller programs. 








the working omstrod 
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THE WORKING AMSTRAD 

This boo.< is basically a cleverly-pr<rs(-,r fed 
library of type-m programs for people who 
Want lo put their computer to good ise. 

Programs included are Graph, Pie-Chart, 

four separate clock and timer utilities. 3D bar 
civM, customised character set, high resolu- 
tion designs, music, Jnifile - a personal 
powerful filing system, Nanse and mini ha; 
dictionary, T«xt-ed, MultiQ, Banker and 
Accountant 

The working of each program is 
explained m doiaU, SO you Should be 
able lo tailor them lo your own require* 
menis. And what makes the book par- 
ticularly good is thai each program is 
divided into separately explained mod- 
ules you auTomnTicrilly Ismrr: struc- 
tured program ming as you go along. 
21£ pages of high-quality material. 
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AMSTRAD ADVANCED 
PROGRAMMING TECHNIQUES 

If you think it's time you got a bit deeper irro 

programming your CPC you should get hold 
Of '.bis book by e:-q>erieneed computer author 
David Lawrence Using dozens of working 
programs and uTilirtec. he? shows how to 
develops serious applications on the 464. 664 
and 5128. 

Chapter and section [leadings include: 
Modular, programming. Debugging, Interpret- 
ing Error messages. Strings, Garbage Collee- 
tjor.. Inputting information INKERS and nmed 
response. Error trapping. Stormy sbd Retriev- 
ing. Making use sf EOF. The prircipie* of 
Sfirting, The bubble sort, The delayed replace- 
mer? sort, The ShMl-Metznei sott. Data struc- 
tures. Storing direcily in free me.-nory. Former 
strings. The? Black Hois problem, binary 
patching, Pure searching. 

1 52 pages with index. 
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MAKING MUSfC ON THE 
AMSTRAD 

lan Waurjh's 1S1 page book is aimed at 
allowing you to take full advantage of the 
Arrstiad s sophisticated sound lacifcty. Chap- 
ter and section headings include: What is 
Music?, The Sound Command, Programming 
Scales and Piiehes, ENV and ENT the 
Volume and Tone Envelopes, Zaps and Z.rtgs 
and other things. Playing Ihe Amstrad, Making 
Micro Music, Producing echoes. Delay effects. 
While noise, Simple sound ef?et::s, Designing 
a rhythm unit, Soundscapea, The Amstrad 
synthesizer. Altering the ba^s riff, Saving the 
tune. Using chords. Improving the melody, 
Sine along -a- matte 

There axe numerous program listings and 
examples lo show you the way. Great value 
for any CPC owner with an interest m Sound, 



HOW TO GET THESE BOOKS 

There are four ways. Far the first three 
options use the form on the left of this page. 
For option 4 use the form on the next page. 
1. Take out a subscription, In which case 
you get two books of your choice FREE, 
?.. You can buy the books separately. The 
prices are £6.95 each. 

3, II you're an existing subscriber, you may 
buy any of these books at the special rate 
of E3.95 each. Simply select the correct 
option on the order form on this page. 
■1. By using the mail order service (see next 
page) and placing an order ever £15 you 
cu »bt*tn ONE book of your ^hoici? FREE- 
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Mail Order Magic! 

Amstrad Action's unique service can supply all the software you need 



l 






Much of this magazine is dedicated to teHing you in 
detail about the fantastic range of software available 
on the Amstrad CPC computers. But we can do more 
than inform ytyu about it. We can deliver it direct to 
your home. All it takes is a few moments of decision 
making on your part, a visit to the post box or a quick 
phone call, and your choice of software arrives, like 
magic, on your doormat. 

You save in several ways. For a start you can bid 
farewell to those long, frustrating tramps around the 
local <diops in search of a title that no one seems to 
have heard of. 

Then there are the money savings. Every single title 
you buy from us will cost you significantly less Chan the 
recommended retail price. Arid some of our Special 
offers can actually save you a fortune. Then there's the 
prospect sometimes of receiving a wonderful free gift 
to go with your order.... 

So why not sit back, relax, and spend a few minutes 
shopping the AA way. 



MAIL ORDER 

FAST delivery 
FA T discounts 
FREE gifts 
FRIENDLY service 





I Send this form plus payment to: AA Mail Order. 18 Ptmwwod Driwa. Sorrmwlon , Somfaet. TA11 6JP 



MAILORDER FORM 



Name..... Telephone no. (if poss).,.. „.,,„.„,„..„„ 

Address , , 

.,„ ,.....„... .„..„,...,.„.„... ,...,.,,. ,.„.„.„.Posicode 

Machine owned: Q CPC 464 D CPC 664 DCPC6128 

Entv *H pMf nnM ytXJ »*h U W*W In *m tfmo—. bmttrw. M you MM mo» «i*n *li Iwm*. yxs ihould lial Sitrn miupitiK pU-Ca HP (M|»r. 









TOTAL PAYABLE 

Pleeae circle your method of payment: ACCESS < VISA ■ CHEQUE * PO 

Ma kn cheque* + poelal order* payable to F UT U RE PUBLISHING LTD. II paying by credit c* rd , pl*i »e enter details 

CREDIT CARD NUMBER T , EXP. DATE 

, I 



If your order It over E1S you may claim ONE of thee* book* worth CG.BS uchm FREE GIFT I Ju»l tick one but 
□ The Cheat Wad& Coltoefc* 85-96 D Walesa Mutic on 9» CPC Th# W&rttina. Amjtrad 

D Arn^'j-sd Adv^noed Prog rarwmiiTg T*tfinkrJ6» □ Ma&w bAatfiioe Code on your Amstfac 



96MES B9E BQEC 

Acotomy * 9.95 7 95 

Shoa i 95 6 95 

Semtf..- ■■■ 7.95 
Karens RiH n 

3ombiKfcMn 7.9S 

^haPawii (*>J*> 

: rv? Browing a i ns 

of Adi'sn Mo*e 9 95 B.95 

FlySpy Ft. '99 1 .85 

99 ?5Q 

TT Racer a 35 B91 

500CC Grartf Pri* 9,99 8.95 

MGT S 93 8.95 

7.95 

35 7 95 

:<jrop People-,- 

Agent Orangsu. 695 7.95 

lOlnFraffw -99 8.95 

B Cfaa A 14 95 12.95 

ImpGS&aba!' m 8 95 S.95 

Aerojet a 9.99 7.95 

Mare Madness C S-995 &£5 

Xevtous i»99 895 

A.C.e 9 95 B.9S 

B/ifJg-: 1295 1035 

Donkey Kc 95 7.95 



Dtsc 



Konami's GoU. 



7,95 
8 95 7.93 



14 95 1 
14 95 1 
14 95 1 
14.99 1 

1995 1 

14 95 I 



14 95 12 9 

14.99 1 

1499 1 

14.95 1 
14.99 1 

14 99 1 

17 95 1 

14.96 I 
14.99 1 

14,95 1 

15.95 1 

14 95 1 

14.95 1. 

1495 13.50 



We ire hippy to refund your order 
at any time up to the despatch of the 
goods. But because of the possibility of 
copying software, no refund Or 
exchange to an alternative piece of 
software tan be given after this point 
Software which does not load may be 
returned cither to us or directly to the 
software house- concerned for a 
replacement cassette or dtsc containing 
the lame software. 




Arrtsirad Action Mail Order is 
perions liy supervised by Song-suffering 
$ue Taylor, the woman who distributes 
more sacks of goodies than Santa Oaus 
himself. 

Normally Sim despatches all orders 
within iliree working days of recertify 
your order, AH packages are sent by 
first class mail, If for some reason she b 
unable to obtain a particular piece of 
software you would be i nformed of the 
reason for the delay within 21 days. 



Fteadert in the Republic of Ireland cm 
order any of these goods at the same 
rates as British readers, provided that 
payment >s made -.n pounds Sterling 
(cheek with your bank for details). K 
you wish to pay in Irish pounds, you 
must add a 1R15Q surcharge IN 
ADDITION to allowing for the current 
exchange rate - that's whai it tosti us 
to pay m your cheques or post*) orders. 
Readers elsewhere in EUROPE must 
add £1 per item to the cost of their 
order Readers OUTSIDE EUROPE 
should add £2 per item. Payment must 
be in pounds Sterling. 
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PICK FROM THIS LIST! 



R = AARAVE 

M = WASTE RGAME 
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9.95 8.95 
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GeiOexf^- m .395 7.95 
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Highway Enc «. £&5 635 

Pro Tennis 3 39 8.95 
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Kni-jhl Tyme u ,2 9$ 2.75 

iom ft ... . 8 95 6.95 

on u 3.95 T.95 
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EkMllefald GerWeftyl2 SSlO.50 

?oPfu*; 9.95 635 
Sorcery PKis * , 

Spinduzy « 9.95 755 

Swsirtke II m 9.95 T3S 

Poarth P/otpwl R..14.9S 12.65 



9 99 8.95 
9.99 8,95 



195 6.95 
995 T.95 
9.95 795 



14.95 13.50 

1 435 12.95 

14 95 12J5 
10.95 

13 95 10.95 

W.95 11.95 

19 95 17.95 

19,95 15.95 

13 95 12,50 

14 99 13.50 
17,95 15.95 
14 95 11.95 
14 95 

13 95 10 95 
14.99 13.50 
1 4.99 13.50 

14 95 1350 

13.95 10.35 
13.95 10,95 
14.95 11.95 
14 95 13.50 

15-95 
14 95 13.50 
13.95 10.55 
14,95 11.95 
1495 11.95 

13,95 



Heartland I 
SidrgUaer u 
Aliens r „_,_ 

G*jr.|*.-: u 
The £«0olon ft 
n r 

-d a 

nfeftlCMV A.. 

Avenge* * 
They Slots 9 M<U 
Wmne* m 

pfoaoy * . 
Tra-lbiart' 
frost Byle 
icon Jon h 
Deactivators «..._ 

■ 
Tempest « 

Dan Owe b 
PoWMOlan r.... 



999 

3 95 

.-..595 
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won net review* In AAV 

AlLiS tkUiv,) 29.95 24 95 

Port Mas.i.v 1295 1195 

Maestro ■ 9 99 3635 (herthrirt) 
PetiDowrt demo. - 

The Musjc Syslenrl 5-95 12.95 1995 15-95 

Adv. Music System ■ 29 95 24 95 

Tne Art Studio *a§6*») J9 95 16.95 
■ ''--sac 

15 12.95 19 95 1635 
Graph Adventure 

Curator 22.95 1935 27.95 23,95 

M» bw rrte Draw ._ 1 1 95 13.50 24 95 21:95 

PagemaKcf e«i»» 49.95 44.95 

AMX Mouse p** ,69 5 5935 

Pretext. 19.95 1635 2635 2235 

Protwet on ROM .59 95 3235 

Ntajarn. SS 1635 26. 

MaMMnonRGM 39 95 3235 

lr« (ASL) 34.95 2935 

Mini Office 11 '5 1235 19.95 16.95 

Discovery Pitrs - 14,99 1235 

Speech rS 8.95 14.95 13.50 

Mastertit* t «* 95 29.95 2535 

Masterly 61 28. ...-- 39 35 3435 
AA Binders_Onty £3.95!! 



REAR 
VIEW 



A new page looking at the lighter side of 
computing and starring an old favourite - 
Sugarman. 



AS READ BY THE 
SPECIAL BRANCH 



It's runny whara Future Publish- 
uia'ii creations pop up thefifi days. 
PC Pitta was spatted on the desk 
of Duncan Campbell on Newtmigh; 
is the nation's security at stake? 
AA gels around as well. A 
Loughborough university iecturer 
wanted to use our article on word- 
processars to show his top year 
students how it should be done. 
And the producers of a textbook 
called Development of Priming 
used one of our recent covers in 
a callage illu$i rating the diversity 
of 20th-oci\ra!7 printed material. 
There are even rumours dial the 
Tate gallery is planning an exhibi- 
tion of AA covers. 



PRIZE IDIOTS 



We rerer to ourselves because of 
previous problems with the send- 
ing out of prises {all cleared up 



now. of course). One of our mora 
longsuf lerino v.ctuns was PG Wor- 
rall of Ayr. who wrote to tell us 

:his 

"I am throwing dcWfl, the 
gauntlet, issuing a challenge even, 
and announcir.y $ record for not 
receiving a prtao promised by 
Amsirad Action. Sea Reaction ui 
issue five and my tetter entitled 
GruntledVNine months have pass- 
ed and still no sign of any voucher 
(what happens down there? do 
you have to give birth to them?) 
despite both written and telephon- 
ed ; ommders. Beat that if you car, 
folks!" 

Well. PG, your letter - dated 
7 November 13(36 - readied the 

Reaction 19 desk by art unusual 
and long route, and finally ended 
up here. There is no note on it to 
confirm that the long overdue vou- 
cher was dispatched , So we think 
weVe certainly won your chall- 
enge u> "beat t tiat if you can folks"' 
Your £1S voucher is in the post at 
last 

Your point about slow-gestat- 



mg vouchers is so well put ihat it 
wins the newly created ExrraPrize 
for Extraordinary Expression* Ap- 
propriately you will have to wait 

several months for this award: six 
months tacked on the end oE your 
subscription. 

Stop Press: Mr Worral! has 
phoned us to sav that his subscrip- 
tion arrived ... Great!... and ihat he 
now gets two copies every mouth 
... Drat! Nest! instalment in this saga 
when our computerized subscrip- 
tion system coughs up another 
mistake for Mr Worrail in six 
months. We think it's conducting 
a one-person vendetta against him 
and have locked Toot up till he 
admits responsibility. 



NOPCWJOY 



After the curious Thmgi publicity 
shot last month we've dot another 
crossover with the PCW imach- 
mes. Patrick Kearney of Sttath- 

clyde has spotted an odd story 'm 

the- January issue of Computer and 



V:deo Games, a mulli machine 
publication, h reports on an inter- 
face io let Amstrad CPCs use an 
aura-fire joystick, and also warns 
that auto- fire sticks might damage 




the sound chip. 

This naturally worried Pat- 
rick Who has an auto- lire stick. He 
needn't worry unless his stick has 
an additional power supply; (hat's 
the only thing thai eou^d affect the 
sour,d chip - if you know different 
Jet us know. 

The punchline ts that the 
interface wasn"t foi the CPCs at 
all but for a PCW, Have you heard 
the sound on a PCW? Beep, beep, 
beep. 
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90 AMSTRAD ACTION 



Sentinel Awaits Your Challenge. It's What You've Come To 
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TAPE 
£9.95 




,4 new breed the best game ever". 

AMTIX 
T/ie ultimate in game satisfaction". 

C.&V.G, 
"Tfte best game ever written for a computer", 

ZZAP!64 



BBC 
COMMODORE 64 





DISC 
£14.95 



\JJ f ir*«iv i] ■ RsgliHrtd 



Tw Mirfc nfl Hmn "[HKonwiuicillRm jH; 



rtRcBtftd 



FlBESlfiD SOFTWARE 
FBST FLOOR. «-Tfi NEW OXFORD ST.. LONDON WClA IPS 



SPECTRUM 
AMSTRAD CPC 
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BUBBLER 

Can yvti f otk the bubbter? 

Pmertt thu mckvw alk 15 irnrn escaping tfre 
bubbling bottles by n>iu ■•■ t -r. ■■> ■■■ >.*. whktt you 
mil find when you foil tttttwgh j trapdoor. 
The faster you manage to trap the j/hhts tbp 
sooner yoo tin pmjffs; onto the ih\i f 
j Jtyrc .. ,. The gtimv is ployed on a 
dimensional scenario featuring rtrntuthnan 
smooth, fast multi directhnaf masked 
*c rolling technique*. 



Amstraddisk £1439 ** v 

Amsfrad £9,99 

msx £9.99 
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